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Nimrod Game Development, Ltd. proudly announces the publication of 
Allan B. Calhamer's Surigao Strait a fast-moving card game for two 
recreating the Second World War sea battle. This balanced mini-game for 
two can be played in 15 minutes. $2.50 

Nimrod also publishes Albert A, Nofi's Knights & Knaves, a game for four or 
more players based on a High Middle Ages Empire. The game is divided 
into a basic section which can be quickly learned and fourteen optional 
rules covering such matters as usurpation, plague, tax-gouging, and 
mutiny. $10,00 

Coming from Nimrod in October: Gregory Costikyan's Peace in Our Time, 
covering Europe during the late 1930s and 1940s. Advance orders will be 
taken at $10 a copy. 

If you cannot find Nimrod Games at your local hobby store, you can order 
them directly from Nimrod. Write: 
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JERRY JONES 

This is * funny hobby. Hfost postal 
players rarely get a chance to meet the 
people that they play against yet we all 
have feelings about each other that go 
deeper than just being a player of a game. 
None are more suseptable to being openly 
criticized than are publishers. You can 
count the number of publishers that are 
liked by all that they have cone in con- 
tact with on one hand. So it is rare 
when you have a publisher that is not 
only liked and admired by his subscribers 
but is respected by his fellow publishers. 

The hobby had such a person. I say 
had because after years of dedicated work 
and 124 issues under his belt Don Horton 
is folding down "Claw and FangV. Even 
in winding out his zine he is doing it 
in style, completing the games himself 
by "carbon copy*'. 

I can't even begin to express what 
I feel about Don Horton. I have never 
»et him but when I started publishing 
LDNS, I would not hesitate to talk to Don 
about a problem or an adjudication ques- 
tion. Don was the perennial "father fig- 
ure" for the hobby, 

"Claw and Fang" wasn't your typical 
Diplomacy zine either. I could never put 
a finger on what made it stand out in a 

a 



crowd, but it did. Whenever a novice to 
the hobby asked anyone which was a good 
zin« to play in, you can bet that while 
many names may be mentioned, "C$F* would 
be at the top of the list. It was a 
great zine for a novice. It had articles 
on game play and diplomatic techniques 
that were far superior to any printed in 
any zines. "CSF f made strong use of the 
guest gamesmaster,, which was the starting 
place for many of the superior GM's in the 
hobby today. If Diplomacy GM f s ever had 
a farm system similar to baseball, it was 
"Claw 5 Fang". Another thing about "CSF* 
was that no one else even tried to copy 
its style. Most new zines that come out 
today have their "roots" based upon an- 
other popular zine but I never saw one 
that even resembled "Claw $ Fang". And 
the reason is simple. What made "C&F" 
superior to other zines was Don himself. 
(I mean, how many other zines had recipes 
as a regular feature?) 

It is a sad day in the hobby when we 
lose "C^F* and what makes it sad is that 
we also lose Don Horton, If they ever 
make an award for excellence in Diplomacy 
publishing, it would only be fitting to 
call it "The Don'\ 

DIPLOMACY WORLD 

DIPLOMACY WORLD is a quarterly magazine 
devoting itself to the game of Diplomacy*. 
Subscription rate is $5.00 per year (four 
issues) in the U.S.A., $6.00 elsewhere. 
DIPLOMACY WORLD may be sent by first class 
mail for an additional $3.00. Address 
subscription orders and renewals to Jerry 
Jones, 1854 Wagner Street, Pasadena, CA 
91107. Make checks payable to DIPLOMACY 
WORLD. 

*" Diplomacy" is a registered trademark 
for a game invented by Allan Calhamer 
and owned by Avalon Hill Game Company, 
4517 Harford Road, Baltimore, MD 21214. 
Price for the game is $15.00 plus post- 
age. 

Article contributions to be included in 
the next issue of DIPLOMACY WORLD should 
be mailed to Jerry Jones (address above) 
in time to be received by November 30th., 
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MARK BERCH 

I would like to bring to the attention 
of the Diplomacy community, particularly 
the CMs, a conversation I had with Allan 
Calhamer, the inventor of the game, during 
DipCon 1C80. It concerned the international 
convoy or support, e.g. Sp 01 : A Mun S 
Italian A Ven-Tyo. The question is this: 
Suppose the country identification is left 
out? A substantial number of postal GMs 
will void the convoy or support if this is 
omitted, saying that the rulebook requires 
it to be stated, I asked him if he in- 
tended to require this information. He 
game tae an emphatic no, pointing out that 
just giving the location of the unit was 
enough, to specify it. 

Please note that there is no specific 
requirement for this info in the rulebook. 
It arises in the minds of those who use 
this from the fact that the examples always 
give the nationality, However, that this 
is optional is seen clearly in XII, 1: 
"J^or. t} a rj ty the player may wish to in- 
dicate the foreign nationality" (emphasis 
added). Further, I do not see how the 

© 



game is improved by penalizine someone 
who has failed to provide what is basically 
superfluous information. And finally, the 
badly written order rule (VII, 4, last 
sentence) seems to cover this precisely, 
as "A Ven" can have only one meaning. 

Players should , as a help to their 
GMs, provide them with this information. 
But in view of all of the above, I believe 
that GMs arts ill-advised to disallow the 
order when the player fails to indicate 
nationality* 

I have a few brief comments to make 
on DW#25, Elmer Hint on 1 s article con- 
tains much good advice, but I would add 
a word of caution about his French quote 
near the top of Column 2 of page 17. 
Particularly if you are unexperienced, 
one of your contingencies should be 
labeled as "Otherwiae. . If you don't 
and you have missed a retreat choice and 
the player has taken it, you will be 
NMRed. Do not rely on the choices given 
by the CM, for they are often incomplete. 
For example, for some unknown reason, 
Tuscany is often overlooked when F Lyo or 
F Tyh is dislodged. 

On page 4, Oaklyn's zine FLD is listed 
as "stillborn". Alas this is not so. I 
urge those receiving samples of FLD to 
ignore what he says about others in the 
hobby. By and large he just makes these 
stories up. 

I have a new publication available to 
the dippy community: "The Lexicon of Dip- 
lomacy", Included are capsule descriptions 
of scores of tactical ploys, variants, 
organizations, openings (from the well- 
known to the hopelessly obscure J , GMing 
and pubbing jargon, famous press bylines, 
strategic concepts, scoring and rating 
systems, various tricks, special projects 
(many never implemented) a wide variety 
of flotsam and jetsam, plus a few ringers. 
There are over 450 alphabetized entries, 
running nearly 32 pages. It is a superb 
overview of the hobby * s jargon and his™ 
tory. You can get it by either 1) subbing 
to DIPLOMACY DIGEST (10/$3.00) and asking 
to start with the #34-36 issues (i.e. 
costs you 90{ of your sub) or 2) Can be 
purchased individually for $1,25 (Mark 
Berch, 492 Naylor Place, Alexandria, VA 
22304) . 



PtpCbn X 111 -A final Report 



ALLAN CALHAMER 

DipCon XIII, Rochester, Michigan, June 7, 
1980 in connection with MichiCon IX Game- 
fest, Oakland University, sponsored by the 
Metro Detroit Gainers. 
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Carl Eichelberger (28) 
Tedd Trimbath (25) 
Russell Elau (24) 
James Yerkey 
Bill Becker (20) 
Matt Roswurm (19) 
Bill Yeaton (18) 
David Brent (17) 
Jack Brawner 
Lowell White (16) 
Robert Sergeant (15) 
Cal White 

George Donald (13) 

David Hunt 

Thomas Drewer (12) 

Merle Davenport (10) 

Ralph Fellows 

Tom Lehmann 

Algis Motiejunas (8) 

Jim Harsney (7) 

Michael Craggs 

Bill Washburn 

Jeff Hall (6) 

Tom Cordell 

Tom Be rend t 

Glen Overby 

Bill Chynoweth 

Bill Stapel (5) 

Richard Kovalcik 

Thomas Brooks 

Bob Fini (4) 

Bill Hatala 

Bert Schoose 

Eric Schultz 
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35. Thomas Isner (2) 
Mark Berch 
Fred Calderone 
John McKee 
Martin Bowman 
Stephan Van Haverbeke 

41. Fred Synk (1) 

Greg Worst 

Steve Hutton 

Greg Rose 

Bill La Fosse 

Michael O'Donnell 

Jeff Kaulc 

Mark Koziow 

Bill Bartos 
50, Donald Glance (0) 

Don Liever 

Kevin Ding 

Jerry Leader 

Paul Glance 

Wendy Bastion 

Patrick Butler 



Leaders after the first round were 
paired to the top board in the second round, 
and so on down. No player played the same 
country in both rounds „ First round lead- 
er, Bill Yeaton (18 points) got knocked out 
early on the top board, while co^Ieader 
Matthew Roswurm (18) got off to a good start 
with Russia, Midway in the game, however, 
he had crumbled to Cal White (13) who had 
an 11 -unit Germany. Cal was, however, 
flanked by Tedd Trimbath* s 9 -unit England. 
Tedd apparently accomplished a completely 
unexpected stab to wrest the lead at the 
board. Meanwhile on the second board, Carl 
Eichelberger (11) with Turkey and James 
Yerkey (7) with England were relentlessly 
trampling the board, moving up rapidly in 



the closing saoves to score a 17-17 tie. 

The first round game was curtailed 
after 1909. Strict IS minute total time 
per season was enforced. Thus both games 
were coarpleted in 8 hours f including an 
adequate supper break. Total time even in- 
cluded a 15 minute evacuation during a 
tornado warning. 

The Caihamer scoring system ewiployed, 
in brief: if the leader gains 18 centers tf 
he scores 18 , all others score 0* If the 
leader has 8 or fewer centers, all score 
their centers* If the leader holds from 
9 to 17 centers inclusive, he scores his 
centers, plus a bonus of 2 if he is sole 
leader (untied). All others scons 8 points 
minus the number by which they trail the 
leader. Thus the strongest possible second 
would score 7 and only 7 points. All sur- 
vivors score at least 1; all knocked out 
score 0, 

To urn amen t score was the sum of the 
two game scores. 

The winner played France in Round 1 to 
an 11-11 tie with England and played Turkey 
in Round 2 to a 17-17 tie with England. 

The second place winner played Germany 
to a 12 point sole lead in Round 1 and Eng- 
land to a 13 point sole lead in Round 2. 
# * * * * 

Led or shared lead (2 rounds, 15 games) : 
England 8 
Germany 3 
Turkey 3 
Austria 2 
Russia 2 
France 1 
Italy 0 

Average centers (first round # 8 games) : 

England 8 

Turkey 4 . 2 

France 3,6 

Germany 3,6 

Austria 3.6 

Russia 2 

Italy 1,4 

It appeared that the players of Rus- 
sia never or hardly ever, played the opening 
move A Mas-StP, which is far and away the 
strongest move against England. We had the 
impression that the Austro-Italian "super- 
power 1 ' either was not played at all or col- 
lapsed early to Italy's disadvantage (i.e.. 



stabbed by A/H) , 

The fear that players with the highest 
first round scores at each board in the 
second round would be ganged up on were not 
realized. On the top board, one leader went 
out early, but the other had a good start. 
On the second board, the highest first round 
score was Eichelberger 1 s, and he emerged the 
ultimate winner, tying the game with a 
player who had one of the low entering 
scores. 

Thus the idea that all players at the 
same board in round 2 should have their 
score reset or levelled to their median 
score (so that the score variation among 
them will not dominate the diplomacy) ap- 
pears unnescessary, Furthermore, we had 
one case where such resetting would have 
resulted in one player who scored 6 in 
Round 1 being reset upward to 10 , while 
another would have been reset downward to 
4 (since one went to the second board and 
the other to the third). 

Where three players play to a 10-10-10 
tie in the first pound, there is great like- 
lihood that they will be paired in the sec- 
ond round at the same board. In the only 
case that this did occur this did not re- 
sult in domination of the second game. They 
drew France, Germany and Russia, and in a 
few moves had one good^ one average, and 
one bad grnne. The one country they could 
have united against was England, who never- 
theless achieved 17 centers. 

There was a complaint that players 
who had 4 or 5 centers toward the end of 
the game, but were doomed to score only 1 
point, simply used their influence to help 
whichever leader they preferred. This may 
be an important problem. However, if they 
had allied against the leader, they might 
have ended up scoring more than 1 point. 

The tournament was ably directed by 
the experienced Harley Jordan. The tourn- 
ament had a whole floor to itself, allowing 
every game to be played in a separate rooa s 
One regret is that attendees of Mich icon 
did not choose to walk fifty yards through 
the rain and go up three floors in order to 
observe the tournament. Except for a red- 
head in a slit skirt, there were hardly any 
casual spectators. 

Herb Barents was tfu GJamesmaster, 
Fred Davis Jr. assisted, keeping time with 
the aid of a clangorous triangle, Allan B e 



Caitaner was the Ratings® aster (scorer). 

stmll mistake was aade in drafting 
the scoring rules, when it mis decided that 
a player with an IB center win ?/ould scope 
only 18 points. He should get the bonus 
two for so*<* leader (whic;h fi of" ccu.rs©* he is) „ 
Otherwise tf if he has 16 centers 9 ^.pects 
ch« Oniric he has little :uwntive to vr^ess 
o,i for a -tfjn.. If he - % in a 17-17 tie, he 
i;&3 .:niy inc^tiv*^ cr s. s m~- .cns$ #ui»t 
(cath^r t!v,m thi.v«) to * ry tu bi-^k '-he ti* 
£?is f^Yorc 

Com^iv.^bly,, this sifc^vt Ion ooiud h&va 
^crcscc^t In *his cocrrc-.c^iir . TV* 
finish Hici^lbrrger £8, Tr^ncs-th ,!S 3 
3 1 <s»u ^ V«vksy ■ > ^. If Y&rircsy VkI- ^jc^t 
tls 17-17 tie in Che second rconti in 5 -is 
f&K/r (I m not cl ■urging cert v> vas poss- 
loc« T u*/a ? t '.ato^} , th**© ccc:c?-:,; would 
ccve ^bang-ei only to cc hut h % tcckev 26 a 
J-l«u H.ichelberger 5 ) * itadter the hotter 
ru I «• 3 ho ■ i -o c * t , ^ uc h a cl e V*3 1 o c w e t "w-u i d 
hsv* mmltzd in Yerkoy 2 V (I ivtuh&tk 25 # 

Eitfieibe-rger 11. 1,2, ;i the ccd- 
c ! :icr-U two paints of ir<e-£-ntivr> «>o stab, 
••'o -? ch 1 c-ve b ri 1 .1 i <u\c y , t u ad vent uro « t o 
. y 2uhl^ th<$ s-fcae, or whctcc^r,, as the sit- 

: :yn ! -;v; =?ht havs c&l led fur) <;/ot.!M htiv« 
oft&rc:-d 9, el-.i-iir first i astcad of a tie 
f .V*r h ot: 

If this scoring >/5tam i- s to be ti.^ed 
v-r-a-iMg o^e J«3 signer thus orge> :.h^t the 2 
; pc-;.^r ^rf.i?is 1>e md'ad to five oua. right 
■tipiWT •••f a ga-sae , to as>y le%d^r;; 
br^t t!i^t resetting or levelling not b© 
•A'iikWd a in the absence cof fntther 

lot ^Testing Idea for a new toiitu^ 
j.-^en t ,p i. m ;^.e . Ma t 2 ay isent «d h &Z 
^ ? J . 'iurn.s^vent had been lipoid In ^hi,;h the 
oest hngimd, best jdJssiAj, atc,^ from the 
first rcwud went to the top board in th« 
second roimd (rather than the highest 
n^rren sco'c^s of all) , This notion ^, routed 
the $u;4gn&tiun that they should play the 
.2252, c *> T ^tries the second r^nnd, Thus 
players frt*sh from a 10-18 point p-arfoni^ 
■iKC€*» w Ith certain countries would play 
those same countries right away again, but 
this tijae against opponents also fresh 
£ ro m t r 1 liisph s with their co un t r i e s « a « an d 
so on do^n the line to a board where every- 
one who got knocked out would play the sarae 
coimtry again, against others who also were 





B1XL Li* FOSSE 

I ? ve just r«tamed f.r,-om DipCcn xtll 
■an d ,T i ;r i d .uy s e i f ^ » - # d -r >:5 t iie ; i ^ Co n 
Couimltf.ee o-: „ A^ong with Herb 

iiare^tK C-hal^H^tj F.ced L?avi^, it Is 

;>ar :lu- fc y to fijid a site ?or r^-tt y-ears? 
DipO>^:, as no--Ki ^as ..^elected at the DiyC^n 
meeting tills year,, 

Ar. r.ae me^t 1 ••isrn' g?j^d -the job 

of ^o-ordir.yt t:og a co;;;m,xtt^e to act onuine 
■^■he ^. co .ring sy.?^'e^ to re „>,r;<ed -jt the y?ext 
Lh'pO-sn II <e c^hl^I^ t'H« bean for?^,..^ 

: «^d tt \a'..li;.&<*s 'Urk r: c.rrh, Jim Ye rkey 
und Cat -fc:F;^ s salo^g vi.Frh the 1/2/3 ccr-?*~ 
mitt^e « 

P^^^.s ?;hing to :ralj-ait their i-je^.s 
tor a system, or co^.i^rJ: on the 

validity a:o. -axlirt bi.^ :ry?tem are invited 
co p-.c-cs f .long Their ide** to , I ^1 11 
Ic r.^n? cctc copies ^vai?.:*bl* to the 
utb^r ccfumtttee c»esber^. Please type yt^ar 
•cont r:I^^t. >on.3 p J will be ohct o copy in ^ 
i'aem,., 

I al?c vi.>h to h^.ir coai^nts on the 
:'l -uo a ' ; . .- ; .t 'c r he ^ c >.y£ ] ' n g s y ^r^ vr, s ii o u 1 c ;-«\na i. t 
nnkno-4n to the players, The idea of thus 
ic- to ^ccyi-it >:h- : ? ;;F g.y leg of the -^ 
rather then the game., 

A3 I :'^ct;iovie.'I a^iier, '"he tc entice 
for r?-e,tt year's Di^Con has r«o t ib^en ds^ter- 
;?i i r ; : e d ~, A i < I fo ..^ H e %*- Y t? rk 'in d C h i c ago we rs 
boch voted JewK It -^as pointed out t\mt 
the last t.ime DipCon ^as held out west 
on.ly three ^crc^ns fto-j? states other than 
C ^. 1 i fo rod a, 0 n an i .\ri20na s ho we d up „ 
On the other h&ad„ to th^ best of my Itnow- 
ledge, there &'er* no westerners at thi ^ 
OipCon ct all. 

Co iisaent 1 s on that subject are to be 
reviewed by the co'Mitt^e, but it is my 
understanding that ^rx 1 1 try to most the 
terms of the Charter regarding rotation. 

Bill La fosse, 15 Cory Circle , Trenton, 
Ontario, N4A 2A.2, Canada. 
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LEW PULSIPHER 

At DipCon XIII the Diplomacy tourna- 
me nt included 8 boards in the first round, 
while at Origins 9 80, 112 people pre- 
registered for the Dip tournament and 103 
played the first round, Ever since the 
DipCon became an activity for more than a 
few hard-core players, beginning with the 
1972 Con in Chicago, every tournament has 
consisted of 7 to 14 or 15 boards, even 
though attendance at the accompanying 
wargame convention has risen from a few 
hundred to over 4 t 000» It appears that a 
"natural 11 maximum for a FTF Diptoumey 
is about 120 players, and on the other 
hand, I think any large warranting con« 
vent ion will attract at least 50 people 
to a Diptoumey if it holds one, 

Some years ago the sentiment in favor 
of regional DipCons for those who can't 
make the national DipCon was strong,, but 
nothing came of it, Now, with more large 
wargame conventions around to host re- 
gional DipCons, it appears feasible to 
arrange a system of regional Diplomacy 
tournaments with the winners to play off 
(by mail) for a National Title of some 
sort. Naturally some people don't reckon 
that 11 champ ion ships" are worth much, and 
I must admit that I am one, Nonetheless, 
only by encouraging FTF competition will 
we ever see this hobby grow to the kind 
of maturity and stability one sees in 



bridge or chess "fandom", I won't go into 
the question of whether it is better to 
struggle along in a small group of about 
1,300 players, if that, or to attempt to 
expand the appeal of organized Diplomacy 
play a Those who prefer the latter, how- 
evei, should think about starting regional 
DipCons, 

Another advantage of regular regional 
DipCons is that there would always be 
several regional Cons available to bid 
for the national DipCon, combining their 
regional with the national. This would 
avoid the problem seen this year, when 
not one acceptable bid for next year was 
presented to the DipCon Society, The Mid- 
west regional con could take place at 
Michicon or GenCon, the Eastern, con at the 
Philadelphia con (which has also been 
Origins in the past two years), the Pac- 
ific con at one of the larger wargaming 
cons out there. I believe there are sev- 
eral wargaming cons in Texas which could 
host a southwest regional DipCon, and 
GenCon South in Florida might host a south- 
ern reginal if there are enough players 
down here to maintain in. rest. 




So then, Father, I said to him, 
"Believe me Charley, A Ven-Tri 
is the last thing on my mind...' 
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HM; Eric Yerheiden 

Coimmt^tot: Randolph Swyth 

Fail 1909 

raAKCl (Don Single) kTorJEjlf FJffl-Hth; A Jt^-Hol 5 A 5el S A taft-ltol; 

f tM (A) S A Hur^Mair; "A Sur^KxTV 'Si^ffpasc; F ?®r S F Mid-Spasc; 

ITALY (Lae Kendter) A ^n-Bur; A goh^yi e ; A^i-Sud; &J*H££&&* F Cpn~BIa| 

A Arw-Ssay; F Tus-lyojT F ~Tyn 3 TTTus-iyoTTT'T;^^ F^^f-Hld; 

RUSSIA (Don" Oitter) ' F Nth-Edi; F Nwg 5 F Nth-Edl; F^Den-Nth; A^Kie^Hol^ 

F mi £ A Kie~Hol; AJ&cjr^e; A^im-B^E; ^SSL^SS"^ A Sil~Gal/ Bud ; 

Sapply Charts 

Fiances Bre Far For Bel Hoi Lon Lpl lijJM. 7, Remove I 

Italy; Hosw> ¥ie Tri Bui Gr® Con Sny Tan Ank Uvn SPA. • .14. • .Build 1 

l&assia: Heme Rura Set Bvd Nwy Swe Den Ser Kie EDI« . «13. « «Btiild I 



France looks dowaed* In spite of the 
9«s£ern "alliance' 1 committing an ever 
Larger proportion, of their forces to 
striding each at her off, Both appear 
billing to take their chances on n win 
ra£h«r than permit a three-way draw* la 
fact, as the French defenses crisable, both 
Cassia >&od Italy become .-rare and more com- 
mitted to ft race- for- the -w in ; soon neitTier 
Sm'aTfoxd to back -off, because th* French 
units will be unable to prevent the other 
from sailing to IB centers. 

The Italian st#ck has gone \x*> some- 
what, *s France seems to have abandoned 
his "suicide" threat: half his units 
cc-aaitted themselves to defending the 
north this season. If he's given up both 




hi* hopes and a consistent strat«?8y, tha 
r&ce to victory will he a reasonable g3»~ 
hie for both L*se and Dors, 



Winter 1909 

FRANCE Removes A Yor. 
ITALY Builds A Yen. 
RUSSIA Builds A Mas, 

W^nter_I3q£ 

" In 'Tin© with earlier threats, franca 
continues to remove units £voi& the north., 
Lee must be sweating a bit in spite of 
his 14 centers - but all players are, in- 
creasingly, prisoners of the situation* 



Spring 1910 

FRANCE A Ruh S RUSS A Ber-Mun; AJ^-Bur; £ Jur^Gas; F .Poj-Sgasc; ,F_M lid^ S Por^Sgasc; 

f Eng S F Mid; F Lon-Eng^ ~ " ' ™ 

ITALY A Spa- Gas; A Pie-Mar; F Lyo S A Pie -Mar; F^W^s^M'id; F NAf S E Wes-Mid; 

F Tyn ~Wes; A Ven-Tyr; A__W (A) - Bur; A Boh - Vie; A^ri^Bud; A B ^JRtim ; 

F Con~Bla; F lon-Gre. * 
RUSSIA F Edi-Yor; F Nwg-NAt ; F Den-Nth; F Hel-Hol; A Ber-Mun; A Kie S A Ber-Mun; 

A Sil-Boh; A Pra-Sii ; A Rum-Bud; A Gal S A Rum-Bud; A Ukr-Rtra; A Mog-Ukr; 

F Sev-3la. 



Spring 1910 

After Spring, it looks like only a 
major turnabout will prevent a Russian 
win, Italy has ground into Mar but has 
lost Mm; and France now has a stalemate 
line against him in the west, which he 



seems determined to hold. Russia is a 
bit short from IS to wrap it up this Fall, 
but next year for sure if he can keep 
France on his side.,,, 



Fall 1910 

FRANCE f (R Wal f otb)^Nth; F Eng- Mi d; A Ruh S A Bel; A Bel S A Ruh; A Bur-Gas; 

F Mid-S pasc; F Por S F Mid-Spasc, 
ITALY A Mar-Pie; A Spa-Mar; F Lyo-Spasc; F Wes S F Lyo-Spasc; F NAf H; F Tyn- Ion; 

F Gre«Alb; F Con-Bla; A Arm -Sey; A Tri-Ser; A Bui S A Tri-Ser; A Tyr-Tri; 

A HU (A) HT ~~" ~~ 
RUSSIA F MAt-Lpl ; F Yor-Lon; F Nth S F Yor-Lon; F Hoi S F Nth; A Kie S F Hoi; 

A Mun~Tyr; A Boh -Vie; A Bud S A Boh-Vie; A SIX* Boh ; A Gal S A Bud; A Ukr-Rum; 

F Sev-Bla; A Mas-Sev . 

Supply Chart; 

France: Bre Par Por Bel lifi Iff* . .4. . . Remove 3 

Italy: Home Tri Bui Gre Con 5 my Ank Spa Mar Mun Tun Hi SER. s . 14, , .Build 2 
Russia: Home Rum Bud Nwy Swe Den Ber Kie Edi %H HOL LON LPL VIE, 16, . .Build 3 



Fall 1910 

Three -way draws are being proposed 
constantly, but are being shot down with 
equal regularity; and no wonder. Even if 
France did turn around now, it would still 
be all but impossible to prevent a Russian 
win. Sometimes it pays not to lock your- 
self into solid agreements with another 
Power, if there's a possibility you may 
want to break them later — Lee's stab 
has come back to haunt him. 



Winter 1910 

FRANCE F Lon ret 0TB, Removes F Eng, F Mid, 
ITALY Builds A Ven, A Rom, 
RUSSIA Builds A StP, A War. 



Winter 191 



No que 



O/Syring 
est ion at! 



1911 



out it now, 



Spring 1011 



FRANCE A S&ih'-Hol; A Bel S A Kuh-Hol; f WMiUtl A Gas S f fflmfiMi (F »q* 4} . 
ITALY V MAf-Mid^ F We* S F NAf-Mid* F Lyo-Tyn; A H&r H; A 3>ie~T/rs A Ven S A Pit>-Ty 
A Rott-Apu; F Icn-Ad?; A Sar S A Tri; F Alb S A TriJTTjiGI T A S*r; F^o^Bla; 

RUSSIA F*Lpl-WAt; F Lcm-Ens; F Nth-B© X ; L^i S F Hth ^!?I* JL* 1 !^ 1 * A War- Si I; 
A TyrJ; JPRE Aj^-Mbn?7"A BoFT? A Tyr ; 'TTEs-t&r ; A StP^Mos* > Sev-Bla; 
X Vie S"" A*Tyr;' A GaTT A Buds A B^d S A Run; A Rum H« 



Fall 1911 

rRANOS f^^H^ljancj ^^£^£?J A^BeX-Hol- A Ruh S A Bel -Hoi. 

ITALY £ jW~3xy ; F Wes~3pase; A Mar $ F Wes-Spasc; A Pte-Tyr; A Tri-Bud; 

X VeTPTrT; F ,Mr S A Ven~Tri; F Alb S A Ven-Tri; A^ Se r~ R ;m; F Con*- 31 a; 
XT^il" G""A Ger-rtamj F Tya-Ion; A Am H; A /feu -Ven .""^ *~ ~ 

RUSSIA F En g- Bel; F $th S F Eng-Bel ; F Hoi H; F NAt H; A Kie^Jtoh; A Tyr-Mun; 

A Sil S A Tyr-Mwi; A Boh A Vie H; A Bud H; A Gal" 3 A Bud; A Ukr S A Rim 
F Sev H; A 'Rum Hj A Mas H. 

Supply Chart? 

France Br* Par For * . , 3 

Ttaly Ho see Tun Mar Spa Tri Ser Gre Bui Con Ank Sray ^ji** *13 

Russia. Home Rim Bud Vie Nwy Swe Den Edi Lon Lpl Hoi Kie Ber BEL MJN...13 Wins I 



Fall 1911 
Finis 



Wrap-Up 
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WINS! I 



Players 

Austria; Gre gg Gallagher (Or 3 3 03) , Russell Fox (Or W'03), neutral (Out f 06) 

England; Bob Fabry (Or F04) # Am Vagts (Out * 05} . 

France: Don B ingle 

Germany; Bernie Oaklyn (Out *06) . 

Italy: Lee Xendter, Sr. 

Russia; Don Ditter (Won f 11) * 

Turkey: Jerry Jones (Out 8 08) a 



© 



IttWENTATOR'S SUMMARY 



MASTER'S SUMMARY 

ERIC ¥Ei*tEXDEM 

I would ilka to credit all the 
players with a well* played gaise gener- 
al Xy« There ware move dropouts and NMR's 
than I might have liked^, however cons id* 
ering the haste in which the game was 
organized, it was not as had &s it could 
have been* I want to thank the surviving 
■players in particular for their cooper- 
ation with the very fast (two week) dead- 
lines for the final few seasons « 

The aost striking thing to me was 
the very rapid emergence of the F/I/R 
troika; it is amazing how often this 
happens (cf d HA gaaie 1972CR and the cur- 
rent Claw | Fanj gam« i 9 79(11 for other 
e x amp 1 esf an'JTow pow© rful a comb i n at ion 
this is* Essentially^ the endgaaae start- 
ed in 1904. 

'Hie key to ihm endgame was of course 
the Italian stab against France, Kendtar 
had little choice if he wanted to go for 
the win; he 'had two allies in France &Jid 
Russia and the latter was a much tougher 
nut to crack with Italy committed to 
fleets. Under the circumstances, victory 
against Russia would probably have meant 
a victory for Single's France, 

Kendter's alternative would have 
been to stop at what he had and announce 
his support for a three-way draw, probably 
a safe bet tf if a bit dull. As it was, 
Kendter's chances for victory lay in con- 
vincing Single to defend the north and 
performing a quick turnaround t© crash 
through the backdoor. The fallback pos- 
ition was to really go for a three-way 
draw, probably involving an initial uni- 
lateral pullback as a goodwill gesture, 
Whether Single wasn't buying that either 
or Kendter waited too long to cut his 
losses, I don't know, however the F/I con- 
flict lasted to the bitter (or Ditter ~~ 
sorry) end. Like the excellent player hm 
is, Don Ditter exploited his opportunity 
to the fullest, locking the east and 
using just enough units to wove into the 
western vacuum. 



RANDOLPH SMYTH 

""TKere's very little to add to Eric 
Ve-fheiden's comments as & summary* In m 
way it was a pity that four Powers were 
effectively out of action by 1904 — as a 
commentator, I was reduced to discussing 
the limited relationships among just thace© 
players! 

With 20-20 hindsight, the Xtalian 
stab of France was an srror^ though it 
looked like a good bet at the tisse* Po$»® 
tal Diplomacy is less predictable in 
these matters than the face-to* face gme $ 
where the players may know each other 
personally and £an always get a better 
idea of true intentions. Had Lee known 
in advance that Don was the type to £1) 
take a stab hard, (2) r&ake a suicide 
threat, and ($■) stick to it # he would 
surely have taken the three-way draw*,* 
not a bad result for an Italian player* 
As indicated by Eric , it was the require™ 
ments arising from the Italian game that 
did in tee's chances as much as anything 
else. 

Don Single's defenses against the 
R/I combination were spectacularly suc« 
cessfui at first, * , really, until he quit 
the north resistance voluntarily, , • but 
from a psychological viewpoint he might 
have been better to fall back immediately 
after the stab to a Mar/ Spa/Mid staleaat« 
line requiring just six units, md da- 
fending the north with the rest as best 
he could* This would have bought him as 
nuch t ime as possible to convince Lee 
that he was serious — he could point 
out that it would be illogical for hi« to 
ever dismember a perfect stalemate line,, 
As it was, Lee had the illusion of making 
real progess in the west until it was too 
late to change his strategy anyhow. 

Don Ditter, then, way have been just 
plain lucky to be in the right place at 
the right time — yet, when three players 
are evenly matched, the winner has t© rely 
on the breaks. Still, nothing can take 
away from his exploitation of the sit- 
uation we'll have to look at the 
player comments to see just how much 
of the diplomacy he*d engineered. 



IN 



from Top... 



DON DITTER 
Russia - Winner 

1901 

My initial strategy in this game was 
to ally with Turkey (Jerry Jones) and 
sweep westward. But in order for a R-T 
alliance to be effective I-A must not 
have a strong alliance, as then only the 
Western powers gain (see 1973BI - the 
third HA Demo), Jerry and I formulated 
a strategy whereby we would "stage" a war 
between us to get Italy to stab Austria 
in 1901. Italy (Lee Kendter) was aware 
of the likely R-T alliance and implored 
Austria (Gregg Gallagher) to move to Gal 
despite my assurances to move North* The 
aove to Gal caught me by surprise, but I 
was able to reestablish good relations 
with Gregg, 

I had little trouble in the Fall 
convincing Lee to take Trieste to stop 
the A-T juggernaut, while Jerry and I 
carried through on our alliance plans. 
In the North Germany (Bernie Oaklyn) and 
I had entered into an alliance against 
England, but I felt aty A St. Pete would 
be needed in the South if Austria carried 
through on his stab, I got two builds in 
1901 and breathed a sigh of relief. In 
the West, France (Don Single) stabbed 
Germany «arly and combined with my threat 
on Norway and Germany's desire to attack 
England he also took Belgium. Don was 
off to a flying start that would see him 
eventually eliminate England and Germany 
virtually single-handedly* 

1902 

Turkey and I continued our plan of 
deception. We had planned to annihilate 
the Russian fleet, as it sows distrust in 
the R-T alliance. This Jerry did and with 



good diplomacy, h© virtually neutralized 
the Austrian, Fall found Turkey support- 
ing Italy into Greece, I'm sure a good 
deal of Diplomacy on Lee's part was nec- 
essary, I thought this move hurt the R-T 
chances , but I had resolved to stick with 
Turkey. Jerry at this point was clearly 
unsure who he wanted to ally with - Lee 
or roe. Additionally the diplomatic lines 
between Rome and Moscow were becoming very 
hot . 

I agreed to support Germany in the 
North, as I needed his help to slow down 
France. I was part of some interesting 
diplomacy in the West, as England, (Bob 
Fabry) stabbed France by not supporting 
him to Kiel and stabbed Germany by sup- 
porting him to Kiel, thus denying Bernie 
a build, 

1903 

Germany returned Norway to me by a 
previous agreement and resumed the attack 
on England, Bernie is a very colorful 
player, as one can see by his intentional 
miswritten orders and movement of non- 
existant units. He is also tactically 
very skillful,, His attack on Tyo infur- 
iated Lee, but Bernie was attempting to 
help me in what he saw as a strong I-T 
alliance - how wrong he was. 

Jerry had agreed to support me into 
Bud, but instead he brutally stabbed me 
by taking; Rum and Ser„ I also gambled 
leaving St, Pete open for a build and was 
successful, only to find to my disgust 
that I had no builds coming, 

1904 

I was scrambling to rebuild my game. 
The two front war I had raged was failing 
miserably and I had only S centers. But 
this year was to be the turning point in 
the game for me, I was working very hard 
an Jerry to remain with the R-T alliance 
and he clearly was vascil latin g between 
Lee and I as his Winter 1903 builds in- 
dicated. By pointing out the tactical 
advantages of the R-T alliance as opposed 
to the I-T alliance, I finally convinced 
Jerry to re-ally with me. But by now 
Lee and I had come to a firm alliance, we 
would wipe out Turkey and then jointly 
attack France, who was making large gains 
in the West. Thus I was able to recover 



from ray wounds the previous year brought 
and to deliver a death blow to Turkey 
and gain a measure of revenge. The fact 
that Austria was in CD greatly aided the 
R-I alliance. 

In the West I bungled miserably as 
I thought the new English player (Am 
Vagts) would cover Edi with Nth and I 
wanted to prevent the French from taking 
Nth, Instead I allowed Don to get sm- 
other build, as he real ly began to gain 
omentum. 

1905 

This was the make or break year for 
France. Randolph Smyth's analysis is 
right to the point - the failure of the 
French to go after Italy in the Spring 
forfeited his winning chmces „ if France 
had attacked Italy, Lee would have had to 
pull hack from Turkey and leave the R-I 
alliance hurting* Instead the French 
units were ineffectively bunched to the 
North, Apparently Lee Had convinced Don 
that they would be allied to the end. 
This explains the bitterness France had 
toward Italy after lee attacked him* 

In the Sou th , Jerry had vowed to . 
use all his units to suicide against me # 
so I basically held my position as Lee 
chewed up the Turkish centers,, Lee and I 
were working very well together at this 
point, Lee Is an extremely skillful 
player and our moves were coordinated to 
the benefit of the alliance and the det- 
riment of our enemies, 

In the West I picked up Den and re- 
ceived a French ultimate that Den be 
turned over to him - little did he know,,, 

1906 

Italy turns on France as promised, 

taking the Frenchman by complete surprise. 
In the North I consolidate my defense by 
taking Ska, Jerry continues his vendetta 
against me by letting Lee waltz into his 
centers, I was surprised our beloved 
editor carried through on his threat * if 
he had attempted to defend his homeland 
he could have held us at bay for quite 
a while, Jerry is a very respected 
player and one must pay the price for 
attacking him. 

1907 

Italy and I continued hammering away 




at our t*#o fronts, My slow, "keep f em in 
front of you" strategy in the North has 
puzzled the commentator. My reasoning was 
this; France had declared that he would 

use the bulk of his forces against Italy, 
My s t r a t e g y w as t o n o t all o w a F r en ch 
nnit to get behind nay lines, as this 
would tie up time and units. The move to 
Baltic assured the fall of Berlin, Mmich 
and Kiel in very short order - forcing 
France to remove unit;; and hopefully open 
it up in the North, 

Turkey was eliminated arid France 
exaggeratedly carried out his threat to 
move all forces South. The original split 
of the A-T centers between Italy and my- 
self was 3/ 3 3 but Lee ended up with a 4/2 
split - I was In no position to demand 
Tjore. At this point in the game I felt 
Lee had many more chances for the win than 
I, If he broke through in MAO « it was 
all over, as he could take Ser, Bud, Risn, 
Sey for the win. That: was the reason for 
my aggressive builds in the Winter a I 
wanted to try and stalemate the Turkish 
front and force Lee to hit deep into the 
West to win, 

1909 

This year saw my drive for victory. 
With the help of France who was extremely 
upset with Italy and was looking to get 
him back, my position in the North im- 
proved greatly, Don Single's strategy 
was to get Lee and 1 both up to 16 units 
- he at two and then he could hopefully 
get a draw by deciding who would get his 
last two SC's* He and I talked through- 
out the game, even though we were never 
allied, Don was a good diplomat and very 
easy to talk to, but hi-, interest in the 
game declined as his chances for winning 
diminished, I used this fact and the 
very bad feelings between Lee and Don to 
win the game in the North. Tactically I 
believed I played these last few years 
very well and was able to assure a stale- 
mate line in the South and victory in th® 
North, 

1911 

This year was spent simply assuring . 
the takeover of Bel and Mun for the vic- 
tory. Against the host F/I defense they 



could have held me, but it would havfc 
fallen in 1912. But Don and Lee were 
still at each others throats, so victory 
came easier than it should have* 



Summary 

A well played and extremely well 
GM'd game. Eric was very punctual and 
virtually error- free. It's this sort of 
GM'ing that make the hobby- most enjoyable . 
If this had been any other game but the 
HA Demo I would have been more than happy 
to share the 2 -way draw with Lee, We 
communicated very well and he saved my 
skin in this game. But 1 know, had Lee . 
been in my position - he'd have done the 
same thing I did, I also enjoyed commun- 
icating with Don Bingle. Had he attacked 
Italy in 1905, the game certainly would 
have been different. But he had assur- 
ance from Lee that Lee would attack me 
and Don had assurances from me that if 
Lee attacked me - I would throw the game 
to France. What would the readers have 
done? Though if Don had abandoned his 
grudge against Lee, the game would have 
likely ended in a 3-way draw. 



..Jo bottom 



JERRY JONES 
Turkey 

I have the luxury of reading Don's 
summary of 1978IM before I write mine so 
I will reply to some of the items that he 
brought up as well as my review of the 
game. 

The first years were as Don described. 
The R/T alliance was strong but had only 
one weak point. Lee really seemed to 
want this win and he was communicating 
with me more than was Don. I felt that 
I was in the "sweet spot" because I was 
growing smoothly and had Italy and Russia 



both wanting to ally with me. So I sat 
back and waited to see which one would 
prove to be the best ally. This was 
my first mistake, I feel now that I 
would have been better off sticking with 
one of the two early and hoping for the 
best. 

About the stab of Russia, well he 
can blame his brother for that. Dave 
(Don's brother) is a close friend of mine 
and is always accused me of never stabbing 
anyone. So when I saw a chance to stab 
someone , and that someone was Dave's 
brother ft well.,. I couldn't resist. Hon- 
estly, that wasn't the only reason. Lee 
and France seemed to be tighter than any 
two allies have ever been and it seemed 
to me that Don wasn't accepting that 
fact and I thought that if I was able 
to cripple him that he might turn to me 
to help him back and I could force him 
to apply pressure to Northern Italy. 

Well, the stab didn't work out too 
well, but it was fun and I'd probably 
do it again if I had to do it all over. 
There are some things I'd change, but 
the stab would probably not be one of 
them. 

Now to what I really want to talk 
about. My suicide against Russia. There 
are a few things that I believe in when 
it comes to Diplomacy and one of them is 
that it doesn't matter if you are the 
first eliminated or you finish second, 
you still have lost. The other is that 
whether we like it or not, things that 
happen in one game reflect on what hap- 
pens in another. When it was obvious to 
me that I was doomed and that just ex- 
isting until the close of the game was 
the best that I could hope for I chose 
to make a point of this game. I wanted 
all to know that when I am losing I will 
try to take someone v/ith me. Possibly 
when I am in another game, what happened 
here will give my "ally" something to 
think about and that just might be the 
edge that I need in that game. So while 
it proved to be a total loss in this game, 
I might reap the benefits elsewhere. 

Now some will look upon this as 
cross- game playing, and in a sense it is. 
But how is anything we do in Diplomacy 
not going to affect what we do or not 
(Con't on page 34) 




The Reverse Con 



THE TRICKSTER 

There are a few swindles from the 
"real world" that can be adapted to the 
Diplomacy board. One of these is the 
Reverse Con, sometimes called the Back- 
fire, The conman approaches his victim 
with a smooth business scheme which is, 
however, obviously a swindle . The mark 
plays along with this, and at the appro- 
priate moment, calls the police and has 
the conman arrested, An invest igaion 
naturally ensues , and it is learned that 
the business scheme was all that it was 
purported to be -«.- i,©., not a swindle at 
all!!! The conman now sues the vicim for 
false arrest, abuse of legal process, def- 
amation of character and whatever else he 
can think of, The mortified victim, fear- 
ing that he is in fact in the wrong, set- 
tles out of court for a fat sum* A very 
fat sum. 

Waving to the dippy board, you laake 
your victim a very generous offer* You 
will support him here, there and every- 
where. Virtually nothing is asked for in 
return. The victim, realizing that the 
offer is "too good to be true", turns it 
down, taking instead a defensive stance. 
The rine arrives, and, Io and behold, 
you have offered all sorts of supports 
that were not accepted » You then write 
him a letter, pointing out how hurt you are 
that your offerings were not accepted. You 
offer him yet another deal, more help will 
be forthcoming, but of course, the price 
will have to go up. Feeling remorseful 



about passing up all those goodies, and 
suspecting that this offer will never be 
made again, the victim accepts. Naturally 
you accept the price (the help he offers 
you) , but you take advantage of his moves 
to smash him. 

In both swindles, reat care must be 
shown in selecting the proper victim. In 
the real world, he should be someone quite 
prosperous, since you will want a substan- 
tial reward for such an involved and time 
consuming scam. He must be smart enough to 
"realise" that your business proposition is 
a swindle. He must be very concerned about 
his reputation (or he may not fear the un- 
pleasantness of a trial and all the attend- 
ant publicity) but he must not be too 
streetwise, or he may see through the whole 
thing. The nice thing about this swindle 
is the victim never really learns that he 
has been taken. The ideal victim would be 
a doctor or a dentist. 

Getting back to the subject at hand, 
don't try this one on someone who is a be- 
ginner, or someone who is very greedy. Both 
will accept your original offer, and you 
will feel like a total jerk. And a very 
experienced player is probably not going t© 
fall for it, and you will have wasted two 
seasons. And don't try it on me, 'cause I 
am wise to this one! But that still leaves 
you with plenty of potential suckers. Don't 
try to use it in every game, because rather 
special board circumstances will be required. 

But if the circumstances look right, and it 
works, you'll remember your success for a 
long time to come ! ! I 



1980AY 

- The Newest Demo Game 



GM: ERIC VERHEIDEN 
COMMENTATOR: DON DITTER 

{(Who says we dan*t get the cream of the 
crop for DW? You may have noticed that 
the GM and the commentator for this game 
were the number one and number two GM' s 
on the latest Zine and GM Poll,)) 



Spring 1901 

AUSTRIA (Scott Marley) F Trx~Ven; A Vie-Gal; A Bud-Ser. 

ENGLAND (Bernard Sampson) F Ton^EngTr^JT^nth ; A Lpi-Yor. 

FRANCE (Sob Sergeant) F Ber-Mid; A Par-Pic; A„Mar-Spa. 

GERMANY (Lee Kendter) F Kie~Den; A Eer-Kie; A Mun-Ruh. 

ITALY (Hal Norman) F Nap-Ion; A Rora-Apu; A Ven H, 

RUSSIA (Mark Berch) F StPsc-Bot; A War- Gal ; A Mos-Ukr; F Sev-Bla , 

TURKEY (Peter Reese) I P Ank-Bla; A Con-Bui J A Smy-Con, 



Spring 1901 

TKe^ac"tion is brisk on both fronts, 
In the West 9 the English move to the 
Channel will not make France happy! He 
will be forced to cover Ere with A Pie 
to assure two builds^ unless he trusts the 
English enough to support him F En g- Bel 
(dubious) ■ The German is in excellent 
position with two builds virtually assured 
- the English must convoy A Yor-Nwy and 
possibly getting three if the English and 
French are at war, Both will be vying for 
German support. 

In the East, it appears that Austria 
and Russia are at war - or else they mut- 
ually agreed to standoff in Gal. The Aus- 




trian move to Ven means he* 11 get one 
build at most . One wonders with the 
Italian Lepanto, if there wasn't a lack 
of communication between Austria and 
Italy,, The standoff in Bla was probably 
by Turkish request, as it assures him of 
getting Bui. What those fleets do in the 
Fall should be a good indication of Tur- 
key and Russia's relationship. For now 
I predict a Russo-Turk alliance with the 
strong possibility of an. early Austrian 
elimination, unless he does some quick 
diplomacy. 



fail 1901 



AUSTRIA A Tri H; A Vie -Bud; A 5er~Bul, 
ENGLAND A Yor-Nwy ; F Nth C aTTq't^wyJ F F^^d 

FRANCE F Mid-Par; A Spa. H; A Pierre, 

GERMANY F Den H; A Kie-Hol ; A Ruh«Bel . 

ITALY A V^n H ; A Apu-Tun; F Ion C A Apu-Tun, 

RUSSIA F Bot-Swa; A War-Gal; A Ukr-Rum; F Sev 3 A Ukr-Rum. 

l u RA ,cY AJUxlUber; A .Con- Bui; F A flk-Con. 

Supply Chart: 

Austria Home SER.. ,4 , Bui Id l 

Engl and Home NWY , . „ 4 . . . Bui I d 1 

France Home SPA POR. . .5. . .Build 2 

Germany Home DEN HOL BEL, , , 6. . .Build 3 

Italy Home TUN. ..4.., Build 1 

Russia Heme $WB RUM. . .6 .Build 2 

Turkey Home 8UL. . .4 , . .Build 1 



Fa.ll 1901 

"~Tn~the West there is definetly an 

English -French conflict - as indicated 
by the French press, The move to the 
Mid combined with France's inability to 
build F B re puts the English in good 
position , but unless he gets German 
help quickly , the battle will be long 
and fruitless as five French units can 
keep the English out of Por, Spa and 
Bre for a long time* The German gets 



three builds md in the excellent pos- 
ition of being able to choose allies. 

In the East, the Austrian move to 
Bud was quite puzzling, why not stand- 
off in Gal again* The position after 
Winter 1901 would be the same. Similarly 
the Turkish moves had virtually little 
possibility of succeeding, unless the 
Austrian fell asleep and moved A Ser-Gre„ 
But he had little else to do that will 



Winter 1901 

AUSTRIA Build A Vienna 

ENGLAND Build F London 

FRANCE Builds A Paris, F Marseilles 

GERMANY Builds A Berlin, A Munich, F Kiel 

ITALY Builds F Naples 

RUSSIA Builds A St .Pete, A Warsaw 

TURKEY Build F Smyrna 



Winter 1901 

No real surprises here. The German 
builds seem to indicate he is interested 
in a land war somewhere,, .possibly Russia 
<9 ,or France, It seems to me that Russia 
is his most immediate threat considering 
what looks to be a strong position against 




Austria. The Russian build A 3t« Pete 
shows less than perfect trust with Eng- 
land, but at least he didn't build F StPnc , 
allow him to get his fleet to Con where 
it should be, That's one problem with 
the Bla bounce. It appears that the 
Russian-Turkish alliance is very strong* 
Almost certainly Ser will fall in 1902, 
It remains to be seen what Italy will 
do* This will determine the Austrian 
life span. 

The real big questions going into 1902 
are: What will the German do? Will the 
Italian continue his Lepanto or hit Aus- 
tria? The Russo-Turkish alliance, is it 
solid? I guess we'll have to wait until 
next issue for the answers* 



Cast of Characters 



for 1980 AY 



GM - Eric Verheiden. One, if not the 
best (34 in the hobby, Eric has done 
other HA Demo games without a major flaw 
and this game should be no different, 

AUSTRIA - Scott Marley, Scott is the 
hobby Archivist, IDA Editor and will 
probably never speak to Brie again for 
getting him into this game, 

ENGLAND - Bernard Sampson, Bemie is 
& relatively new player, but is a guest 
GM in Claw % Fang and is active in sev- 
eral games. He also just started pub- 
lishing his own line. Torpedo , 

FRANCE - Bob Sergeant. Bob is the pub- 
lisher of the newly revived St. George 
% The Dragon and also has some responsi- 
bility for a newly inflicted ratings 
system on the hobby. 

GERMANY - Lee Kendter. Lee is the new 
Boar din an Numbers Custodian, publishes 
Whjr ?4e ? and did wonders with Italy in 
tjbe last DW game . 

ITALY - Hal Norman, Hal is an old-time 
player from the San Diego crowd of Conrad 
von Metxke, et al. Although not active 
recently, he has numerous postal and FTF 
victories dating back to the 60' s, 

RUSSIA - Mark Serch. Who? Mark should 
be known to all as the publisher of Di p* 
lomacy Digest, the co- director of the 
1979 D i p Co n and a postal winner as well. 
He also is the co-editor of Diplomacy 
Worlds ~ 

TURKEY - Peter Reese. Peter is a newer 
player, but not as new as he used to be. 
He has at least one victory and has been 
doing well in the Claw % Fang Invitational 
game, 
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Variant 



Compilations 



LEW PULSIPHER 

Three photo-offset compilations 
of Diplomacy variants have been printed 
in the past ten years. The first was the 
MOW (Michigan Organized Wargamers) Var- 
iant Package, now out of print, (MOW 
was a. wargaming club which grew out of 
Diplomacy fandcm; early in the 70 's 
Michigan was one of the most active Dip- 
lomacy states.) The second was the 
Science Fiction and Fantasy Variant 
Package, a combination of new and old 
variants. This is still available from 
the publisher (and designer of some of 
the variants) , Lewis Pulsipher, 700 
Mo r re en e Road, Apt. C-ll, Durham, NC 
2770S for $3,00. The third compilation* 
consisting entirely of new variants by 
Lewis Pulsipher, was professionally 
published by Strategy Games Ltd, in 
London in 1978, beating out Rod Walker's 
Ga mer s Guide to Dip 1 o ma cy by a few weeks 
as t heTTTrst'" p to YessToh a 1 publication 
about Diplomacy. This booklet t D i p* 
lo macy G ames and Va ri ants , is avail able 
lor %S % STHf rblTGamel; c i en ce , 01956 Pass 
Road, Gulfport, Miss. 39501, or in 
Britain for 2,45 pounds from Games 
Centre, 16 Hanway St , , London W1A 2LS. 

Periodically hobby leaders discuss 
the idea of publishing another compil- 
ation of old variants, as the original 
MDW Package was arranged, but it seems 
unlikely that we will ever see another. 
There is also a small chance that Avalon 
Hill will publish a variants booklet 
someday, but this depends, in part, on 
whether they think there is a market for 
such items. 



Solo Diplomacy & Computers 



LEWIS PULSIPHER 

In "Computer Diplomacy Players' 1 (DW21) 
I discussed the possibility of programming 
a computer to play Diplomacy* -not only to 
adjudicate, but to devise moves and even 
negotiate. Since then one person has 
doubted that this is possible while others 
have worked on an adjudication program* 
Last issue (DW25) David Dyer talked about 
his group's program to adjudicate, and 
Elmer Hinton ("Gamesmasters Publishers 
Association") has advertised computer 
adjudicated postal Dip* The completion 
of these programs -I assume that they are 
different — is the first step toward Player 
programs. The Solo Diplomacy rules below 
are a purely s t a 1 1 s t 1 caTTne t: no d of deter- 
mining the orders of units of a country 
not controlled by a player, It probably 
can be incorporated into an adjudication 
program, though the resulting player 
would be very bad. With the aid of the 
computer a much more detailed statistical 
program could be devised, I think, though 
it would still have many weaknesses. 

Since I wrote the article I have read 
about two Backgammon playing programs* 
One is more or less statistical, though 
in a different manner from Solo Di plomacy ;* 
Faced with a position and a* dice"~roll , 
the computer tries each possible move, 
playing out the rest of the game against 
itself. After thousands of trials it has 
determined the proportion of wins to loses 
resulting from each alternative, thus 
identifying the best move, (See Games 
magazine, July/August 1980.) The^other 
program, much more sophisticated, is des- 
cribed in Sc i en t i f i c A me r i c an (June 1980). 
The program compares the possible positions 
resulting from possible moves and judges 
which is the better without resorting 
to exhaustive analysis Csuch as playing 
out many alternatives)* In other words, 




the program evaluates the position accord- 
ing to il set of functions valuing the 
safety of the pieces, extent to which 
pieces are blocked, and degree to which 
one player or the other is ahead in the 
race to bear off pieces* This program 
defeated the world Backgammon chanpion 
7-1 in a match at Honte Carlo. 

I believe some chess programs use a stat- 
istical approach like the first Back- 
gammon program. Others may rely on 11 re- 
membering" expert human analyses of pos- 
itions, but these would be very vulner- 
able when faced with unusual positions. 
Others look for the maximum gain/min- 
imum loss of pieces available in a 
series of N moves, looking at all poss- 
ible combinations of moves up to N but 
not looking beyond that number (dis- 
cussed briefly in S cientic American) , 

The creation oT Diplomacy Playing 
programs is not only a challenge to the 
computer fans among us, it is a means of 
gaining publicity for our hobby, I sus- 
pect that many people who couldn't name 
a chess champion have heard of computer 
chess programs (and David Levy's wager 
challenge), When the first world champ- 
ion computer Diplomacy tournament takes 
place it will be m opportunity to gain 
publicity for Diplomacy in national mag- 
azines (especially the Sunday newspaper 
inserts) which we could never obtain 
otherwise* Aval on Hill, which has just 
established a computer game subsidiary, 
may well be interested, though I cannot 
see anyone publishing a pl ayer program, 
I wish I had the time and training to 
delve into this myself. 

An important question: are people 
willing to reveal their adjudication pro- 
grams to others? How about it Elmer, 
Dave ? 



Solo Diplomacy 

While working on solitaire versions 

for two board wargames i ? ve designed it 
occurred to m$ that a similar system- 
dice rolls plus tables or priorities to 
control n on- player units --could be de« 
vised for Diplomacy, If you have no FTF 
opponents 9 or if you want to practice in 
tactics rf you my find this system useful. 
Moreover, when you can't muster seven 
players for a game these n on -player rules 
provide a 'more active and interesting op- 
ponent than a country in civil disorder. 

The method requires much dice rollings 
even though it is much simpler than what 
is required to give reasonable moves for 
a single country. A computer program 
would be more satisfactory,, as I've des- 
cribed in a separate article (DW21). Be- 
cause /the moves are based on the direction 
of the nearest enemy unit, the method is 
pretty poor when enemies are in many 
directions, as in a standard seven player 
&&me« It works all right for one vs. on® 
situations, though any human player would 
do snuch better. Consequently the non- 
p layer forces must heavily outnumber the 
human's units, as described in the scen- 
arios described at the end of the rules • 
Nonetheless, I doubt that the non-player 
will win -such against a competent oppo- 
nent . 

When employing these rules* write 
your own orders first , then write the 
positions of each non-player unit leaving 
plenty of room for orders. As you deter** 
mine the order for each unit write it 
down- After rolling once for each of 
them ¥ determine where the 'moving units 
go, then look for possible supports and 
re roll where necessary (explained under 
Support below}, A few "re .-rolls'* may be 
necessary. After that all non-player 
orders should be clear, and you can ad« 
judicate the result. There are special 
problems with this simple system, A 
human unit can slip through the non- 
player line with relative ease and then 
create a chaotic rear- line situation 
keeping several non -player units busy. 
The rules are not sufficiently sophisti- 
cated to provide the coordination needed 
to eliminate such marauders. Consequently 
you should use a supply route rule- to do 




■away with this aberration, or at least 
minimize it* For example, adapt- ng i-be 
rule from Struggle for Hegemony in Europe 
trom j^Pjomacy Garnet anTtrrTan^''^^" 

"Each Winter each unit which does not 
have a supply line is removed from th* 
ocard, but is nevei'the less counted In 
its country's unit total for that Winter 
A supply line is a contiguous line of 
land and sea spaces, unoccupied by an 
opposing unit, and excluding enemy supply 
center spaces, of any length; no unoccu- 
pied non-center space in the supply line ^ 
^iBSE^SllB^JllS^' mav ^ adjacent to a 
space occupied by any enemy unit| and the 
line must lead from the unit being supplied 
to the capital, or, if the capital has been 
captured, another home supply center of 
the unit's country « H 

This solo method is just a prelim- 
inary effort which, I'm sure, can be much 
improved. I hope that anyone who devel- 
opes a better system will make it avail- 
able to readers. 

General^ If there is no opposing unit. 
whicF~can reach the location of the non- 
player unit (NPU) in two moves, the NPU 
automatically moves «~ don't use the orders 
table. 

If the NPU can capture a center for 
certain, regardless of what the enemy does, 
and even without support, then if the unit 
is ordered to move it will take "The center 
(enemy center preferred to a neutral 
center) . 

If it is Fall and the NPU is in a 
center not owned by the non -player, it 
will not move (in other words , it stays 
in order to capture the center); if the 
Orders Table gives a move result, roil 
again; if another move order results, the 
unit stands rather than giving support. 

Automatic Move. When a fleet automati- 
cally snbveTTsee above),, half the time 
it moves to a coastal space, half the 
time to a sea space 0 When an army auto- 
matically moves, one time in six it will 
move by convoy if possible. 

Moving,, When a NPU is ordered to move 
ana none of the above applies, it moves 
toward the nearest enemy unit or center 
which can be reached by an accessible 



route (that is, armies won't move toward 
fleets at sea, for example) # If two or 
more are equally near, then the following 
priority is used: 

1. M:>ve toward enemy center 

2. Move toward center occupied by unit 

3. Move toward unit 

If it is still not clear which space 
is nearer, determine by chance. 

Once the nearest space has been de- 
termined, roll two dice and consult the 
Deviation Table to see if the unit de- 
viates from this line. 1L means the unit 
moves one space to the left of the near- 
est, from the units point of view* 1R 
means the unit moves one space to the 
right, 21, two to the left, 2R two to the 
right; N means the unit moves to the in- 
tended space. When counting left or 
right don't consider spaces the unit is 
not supposed to move to, for example 
coastal spaces when a fleet is ordered 
to move to a sea space. When counting 
you may find yourself returning to the 
original "nearest" space. 

For example, if a unit is in Norway 
and St. Pete is nearest to the enemy, ll 
is Sweden, not Barents , 1R is Finland, 2R 
Sweden, 2R Finland. For a unit in Moscow, 
with Warsaw nearest to the enemy, 1L is 
Ukraina, 2L Sevastopol, 1R Livonia, 2R 
St. Pete, 

If a fleet in a coastal space is 
ordered to "MC", 5 out of 6 times it will 
move to the space nearer to the enemy, 1 
in 6 to the farther (there can be only 
two choices, of course) . However,, if it 
automatically goes the re --don 9 1 roll for 
the 5 in 6 chance. 

Sup port . If a unit is ordered to give 
support, and there is no moving or stand- 
ing unit which can be supported ojr no 
support is conceivably needed, reroll. 
("Not conceivably needed" means the mov- 
ing NPU cannot possibly be stood off by 
the player, or the defending NPU cannot 
possibly be dislodged.) 

1. If you roll support again, and an 
enemy is adjacent which could move to the 
space the NPU occupies, it stands, 

2, If you roll support again and the 
above does not apply, reroll. If you 
roll again and it comes up support, the 
unit stands. 
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If two supports are offered to a 
unit and only one is conceivably needed, 
roll the dice to see which is used; the 
other supporting units gives its support 
elsewhere or else rexolls as above. 

If a unit ordered to support has 
several choices, roll the dice to deter- 
mine randomly which unit it: supports. 

Convojr. If a fleet is ordered to move 
and an adjacent army is ordered to move 
by convoy, the fleet convoys instead of 
moving. If no such fleet is available, 
the army moves normally, 

Retr eats. In Fall, a un. is never re- 
t reatecPto an unsupplied position. Pri- 
ority otherwise is; 

1, Enemy supply center 

2, Neutral supply center 

3. Toward nearest owned center or... 

4. Toward nearest own unit, if a unit 
is closer than a center. 

Remova ls. These are made as provided for 
TfTTKe standard rules. 

Builds. A. unit is built in the home cen- 
ter nearest the enemy . If two or more 
centers are equally near the enemy, use 
the following priority: 

1. Near eneny center and unit 

2. Near enemy unit not in a center 

3. Near vacant enemy center 

If it is a coastal center, roll a die to 
see whether an army or a fleet is built: 
1-3 fleet, 4-6 army. For each enemy fleet 
adjacent to the center subtract one from 
the roll. For each army adjacent add one 
to the roll. 

General priority of ene my z?p}?£ s * 1 
two "enemy centers are equally near, use 
this priority to determine which is "near- 
er": 

1. Former home center of the non-player 

2. Enemy home center 

3. Former neutral center 

4. Other home center (irrelevant when 
only two are playing). 

SCENARIOS 

In the situations given below, the 
player loses if at any time he has fewer 
than half as many units as he began with. 
He wins when he has twice as many as he 



started with, 

A. One country vs. a combination o£ 
three non-player countries. The non- 
player countries are separate for center 
counts but otherwise cooperate. Countries 
not in -the immediate area of conflict 
.should be off limits for the entire game, 
For example, France might fight Germany, 
Italy and England, Sweden, the Balkans* 
Austria, Turkey and Russia are off limits. 

B. The Caroiingians vs* the barbarians 
(c. 850), Turkey is off limits, 

Caroiingians: Armies Paris, Belgium, 
Marseilles, Munich, Rome, Holland* Fleets 
Venice, Brest* 

Barbarians: Fleets St .Pete, Norway, 
Sweden, D-mark, Edinburgh, Liverpool, 
Portugal, Tunis, Naple*, Greece. Amies 
in the remaining centers (except Turkey) . 

C. Germany, late 1940, Turkey is off 
limits. 

Getamy: Fleets Kiel* Norway. Armies 
Belgium, Holland, Munich, Berlin, Warsaw, 
Vienna, Denmark, 

Others: Fleets Edinburgh, London, Brest, 
5tPete(5c)j Naples, Liverpool. Armies in 
other centers except no unit in Greece or 
Bulgaria, and extra armies in Livonia and 
Ukraina- (supplied from Greece and Bulgaria)* 

D. England besieged, early 1800s. 
England: Fleets Liverpool^ London, 

Edinburgh, Tunis. Annies Portugal, 
Holland. 

Besiegers; Fleets Norway, Denmark , Swe- 
den, StPete(nc), Brest, Venice, Marseilles, 
Some. Annies Kiel, Munich, Belgium, Pans, 
Spain, Naples, Berlin, Turkey, Balkans, 
rest of Russia and Austria are all off 
limits. 

Needless to say, these situations 
are only vaguely based on history, 

EXAMPLES OF PLAY 

France is the player with F Mid, 
A Pic, A Mar. England and Germany are 
the non-players with A Edi, F Lon, F Nth, 
F Hoi, A Kie, A Ruh. 

A Edi is more than two moves from 
the nearest enemy so it automatically 
moves. There is one chance in six it 




will convoy, but the die roll indicates 
it moves by land* Lpi is "nearest" the 
enemy; two dice are thrown for deviation, 
a 6 (1R) results, so Edi moves to Cly. 

Array Kiel also moves automatical ly« 
Since Denmark is a certain capture, it 
imoves to Den, 

Two dice are thrown for the other 
four units, giving these results: 

London MC, North* Holland, Ruhr all 3, 
Wales is nearest coastal space for London. 
A die is roiled for deviation. A 3 indi- 
cates that London moves to the one near- 
est the player (there were 5 chances in 6) , 
Wales. 

The other three units have no moving 
unit to support. North and Holland do not 
support each other since neither could 
conceivably be dislodged,, If Edinburgh 
or London were moving to Yorkshire, North 
would not support either because no sup- 
port would he needed. So we roll again; 
Ruh-M North-S Holland-S 

Both Bel git m and Burgandy are equally 
distant routes from Ruhr to the enemy, 
but using the priority given, Paris is 
"nearer" than Picardy , Burgundy is a 
shorter route to Paris than is Belgium, 
so Burgundy is nearest. Two dice for 
deviation result in 10, no change, so 
Ruhr Moves to Burgundy. 

This leaves North and Holland with- 
out any support object,, so, since no en- 
emy is adjacent, both roll once more; 

North-tt5 Holland-S 
Holland stands, having rolled three times 
with a resultant S and having nothing to 
support* (Note - for the sake of illus- 
tration I have gone through fleet Holland's 
orders normally; but if it were Fall it 
would automatically stay in Holland, an 
un captured center, and offer support.) 

English Channel is the nearest sea 
space for North. However, Norway is a 
certain capture, so because North was 
ordered to move, regardless of whether 
it was ordered to sea or coast, it cap- 
tures 'Norway. If Noway were off limits 
or already owned by the non-players, and 
two dice resulted in a 7 for deviation 
(IL) , North would move to Heligoland. 

This gives the final result: 
A Edi -Cly; F Lon-Wal; A Kie-Den; A Ruh- 
Bur; F Nth-Nwy; F Hoi H. 



Why I Publish 



JIM BENES 

It all started one winter day in 
1971. I was lounging around with a group 
of buddies, and we were trying to think 
of something to do with ourselves . The 
weather was messy, discouraging travel. 
Besides, there was nothing worth seeing 
at any of the local theaters, We didn't 
feel like playing cards. Besides,, the 
dullest member of the group usually al- 
ways won anyway, displaying the excru- 
tiating habit of showing three kings or 
a flush and asking, "Is this any good?" 
Our tabletop sports leagues still were 
some months in the future. 

Boredom was creeping in on little" 
cats' paws* We needed some idea, some- 
thing that would suit the natural imagin- 
ation and creativity of this group. 
Something that would be stimulating and 
interesting. 

We decided to publish a newspaper 
about ourselves. Thus was born the 
Western Star-Post-Free Press, a weekly 
compendium of garbage, satire (its life- 
blood), real news and views, and game 
results. It started meekly, as but a 
number of carbon copies. But soon it 
graduated to the mimeograph machine and 
has been put out weekly fairly regularly 
ever since. As one west coast wag put it 
in the STAR'S early days "Each week this 
rag rises out of a vat of ink," And so 
it has. 

It was only natural, since I had 
assumed responsibility for the production 
of the paper, that I include a Diplomacy 
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magazine supplement. Actually, Joe 
An t os i ax (ANSCHLUSS of the early 1970* s) 
was the guy who gave me the impetus to 
start DIPPY; it was he who introduced me 
to the game of Diplomacy, and later to 
Diplomacy's creator, Allan Calhamer, Joe 
still gets the STAR, but I doubt that he 
plays much Diplomacy any more. 

Anyway, late in 1972 DIPPY appeared 
and requests were made for Diplomacy 
players. The first game in DIPPY was 
1973E. The winner was Chic Hilliker of 
Indiana who played England. He accumu- 
lated 18 centers in 1911. 

Now DIPPY is running its 14th, 15th, 
16th and 17th games, I've never liked 
the idea of running a lot of games. It's 
too much work, and with fewer games I've 
been able to strike up some acquaintances 
and friendships with some players and 
other publishers. And, remember, DIPPY 
still accompanies a weekly STAR which is 
work unto itself. 

Actually, publishing the STAR every 
single week may in a way have helped 
DIPPY in its reputation for regularity, 
(and some thought prunes were responsible) , 
Publishing the STAR like clockwork has 
become a habit. Sometimes it's been 
boring, sometimes a real joy, and some-? 
times just a responsibility to all of 
those people who submit articles for 
publication. But every wt>ek, that paper 
goes into the mail, and ev ,ry three weeks, 
with a few exceptions, DIPPY accompanies 
the STAR. 

So yes, publishing Diplomacy has 
gotten to be a habit with me. I've met 
some good people doing it, I've learned 
a few things about keeping records straight 
(poor Joel Klein of New York State, I in- 
furiated him, by sending him a renewal 
notice just after he had sent me some 
money. That's got to be my most embar- 
rassing mistake). And I've enjoyed 
watching as the various players have 
manipulated, plotted, schemed, or just 
messed up. 

DIPPY isn't slick. It isn't very 
big: if the readership were 75 or 100, 
I probably couldn't maintain it. But 
I get some staisfaction out of trying, 
at least, to do a competent, regular job 
for those players who put their faith in 
me as the Gamesmaster. 



I Publishing 




DOUG BEYERLEIN 

The publisher is king in the world^of 
postal Diplomacy, He runs his zine on his 
schedule/ sets his own subscription rates, 

writes his own house-rules, Sounds 
like a good like, doesn't it? Md to the 
shove the fact that the sine is *n excel- 
lent place to conduct a discussion of 
one's own pet ideas and beliefs (where 
the -publisher/editor always has the last 
word) . Top it all off with the feeling 
of power in seeing one's name in princ in 
one's own and other tines (publishers have 
high visibility) and it is no wonder that 
every year many novices give publishing 
a try, 

Uh fortunately the life of a postal 
Diplomacy publisher is not as glamorous 
as it seems. Publishing a sine takes 
time and money. Games must be adjudicated 
shortly after the deadline, The zine (2- 
10 pajes per issue) ssust be typed. Us- 
ually^each issue includes a letter col- 
umn exchanging ideas or an article or tw 
by the publisher to entertain his readers. 
After the ja&sters are typed the printing, 
collating, addressing and mailing all 
aiist be completed, in a quick fas ion to 
get the zine out to the players in plenty 
of time before the next deadline. From 
start to finish this entire process can 
last anywhere from a day to a weekend to 
a week, Now repeat the process every 
three weeks or once a month for a mini hub 
of two years the length of time to 
gamesroaster a postal Diplomacy game from 
start to finish. The novelty quickly 
*ears thin and the issue-to-issue drud- 
gery and hard work of publishing a pos- 
tal Diplomacy zine becomes increasingly 
apparent 4 

But what about the financial rewards? 
You have to be kidding* They don't exist, 




It is rare when a publisher's expenses 

(printing equipment $ paper, postage^ etc.) 
are exceeded by his incoaa© from game fees 
an d s u b s criptionSo In fact, m oat p ub 1 i sh 

ers could double their fees and still not 
make any money off of publishing a postal 
Diplomacy <tine* And that does not even 
t ak e i n t o ac c o un t all of t h e pub I. i s hers' 
donated labor hours. 

It is a depressing fact that most 
new publishers only come to realise the 
time and money commitment of publishing 
after they have started a half or dozen 
new games. Then as the glamour of pub- 
lishing fades so does their interest* 
When the fun ends the zine ends, The 
publisher is left with guilty feelings 
(which is why he never tells anyone that 
the zine is folding) and someone ' s sub- 
scription nsoney, but neither last long. 
Soon the publisher (now ex-publisher} is 
on to try another new experience in life* 
His zine, players and games are all be* 
hind him now* 

That is the problem. When a publish- 
er vanishes from the scene the players 
lose, It has been that way since the 
start of the hobby and it is going to con- 
tinue to be that way as long as postal 
Diplomacy is an amateur hobby, The only 
one who laakes money frow this hobby is 
the USPS, 

Now what can we, as players, do to 
protect ourselves against drop-out pub- 
lishers? As a postal Diplomacy player 
since 1966, i have developed some guide- 
lines that have helped to" protect me, 

1. See a sample first. Always ask for 

a sample copy of a sine from its publish- 
er before sending any noney. Also ask 
for a copy of the houserules. (Send the 
publisher a couple of stamps to help de- 
fray his postage costs,) Read the zine 
and the house rules carefully and check 
the gamesmastering. Do you like what you 
see? 

2. Subscribe before playing. Find out 
if the publisher stays on schedule or is 
he erratic Continue to evaluate his 
gamesma.steri.ng and maybe even volunteer 
to be a stand-by before signing up for a 
new game* 

3. Once you are in a game keep track of 
deadlines. If the zine is overdue write 



or phone the publisher/ game smaster , Con- 
tact other players. Try to find out what 
is happening. If the zine is late by a 
month or more and the publisher in not 
answering your inquiries satisfactorily 
get together with the other players and 
find a new home for your game. If they 
don't move with satisfactory speed con- 
tact a friendly publisher you know and 
ask him to take over the game. 

By following these guidelines a 
player can do much to minimize problems 
with publishers. But that is only half 
of the battle, The other half is how 
can novices avoid publishing pitfalls? 

The easiest way to avoid the pitfalls 
of publishing is not to publish. Oon*t 
get started unless you know you have the 
time and money not only to get started — 
but to also keep going for at least the 
next three years. Because of the need to 
make this mult i -year commitment I strongly 
advise anyone in high school or college 
not to start a zine, 

Gamesmaster orphan games. Anyone can 
start a new game, but how many publishers 
gamesmaster them to completion? Not 
enough. Take civic responsibility in 
your hobby and complete what others started. 
The players will thank you for it, 

My last piece of advise to novice 
publishers is to publish less. If you 
feel capable of publishing a ten -page zine 
every three weeks publish only six-pages 
instead. In other words, pace yourself. 
I have a theory that the number of pages 
a publisher will publish in his postal 
Dip loiaacy career is constant (that is, a 
fixed number) , For someone like John 
Boardman it may be a million pages Jt but 
for someone like Doug 3eyerlein it may be 
only 100^ or 500, Your readers will be a 
lot happier to see your small zine come 
out regularly over the next five years 
than to be overwhelmed with size and then 
silence. 

I have developed mast of the ideas 
presented in this article the hard way* 
I started a zine while in high school 
and it lasted one year. Today (12 years 
later) I publish a one-page zine that 
runs only orphan games. It has been 
going strong since 1974, I know how much 
I can handle, do you? 




ON FRAUD! 



"El«Merh*ni" 

'Truth lies within a little £ certain 

compass j, but error is immense," 

— Bolingbroke, REFLECTIONS UPON EXILE 



Not so long ago Andy Young was 
canned as Ambassador to the UN # and 
Cyrus Vance took the fall. You may 
recall the editorial cartoon by Maul din 
(re-printed on an UrfJDujrfal cover) 
which showed two oTJ men in a club's 
reading room. One was laughing like an 
experienced old statesman, "You mean 
they sacked a diplomat for lying?" 

Diplomacy and its variants depend 
on the false view of reality; the mis- 
interpretations by the other side which 
are then exploited; the subtle "signals" 
(read: moves), and the ability of dip- 
lomats to react for their own best in- 
terests, 

I have been st ruck, however, both 
as a player and as a gamesmaster, at the 
extent to which Dippy players will go, 
and also at the extra-ordinary odds in 
favor of their being found out, 

I won't here add res : the typical 
lie in Dippy, Let me oni/ cite my first 
game which a friendly group of co-workers 
started on a scale somewhere between FTF 
and postal dip. Interoffice phones and 



■^nri'BT rm.il were used as well as person- 
al conf.& fences 9 phone tails at home md 
%v®n usages one of the players carried 
to the great City of Brooklyn where one 
the players outside the office lived. 
That piiy^r in met hfcd Austria* He had 
d^als going with every neighboring Power. 
Italy uncovered this in the not mi course 
of exploratory talks, Italy *s cri&s of 
contradictory statements f^cra Austria 
w^re hfftard by everyone and Austria was 
Ringed *sp on md was the first out of th©' 

fhis little occurrence points up th« 
i>leaent of human agency, which somehow 
<w$ I i gn«* d *s "the T n £r as t rue t u re f ' <iur» 
ixg the "Last ';*eal '^.r. People will act 
xn uv/dr c-wn best interests'; in Yri'j%y 9 
th*. people , as players and '/cowers, will 
react to save their own .skin, 

Sot hew far oen you st ret ch the 
tnath? ^hat is the ethics of ta% 
.ua ■yfrm'h ■ev , ^/thif i g is permitted \i[**n you 
r.ps ak or ^Tl^-s? The las ; ^ord has not 
»>»2<*n %pdY*m an -postal forge ry, or sven 
t h e i» Sao va i i t y o f X e ro x i n g a .1 « 1 1 © r a nd 
ending it to a third person. 

It emms ay turn to CM one of car 
friendly -office games of Diplomacy. I 
-.km ■ t expect anything but lies a 
plmye:e — t adbire a clever -forged Mg- 
ftzine — but om draws th» line at lying 
t® the iM« 

In the game I was GMing someone -(not 
•xm® of the p 1 aye rs f but a co -worker) 
fo t g« d the Engl i s h pla y a r' * move s , j "U s t 
capturing her style, using an office type- 
writer and earning the Of that if she 
should 'happen to phone in moves, ' lt '^ y ld 
be part of an "insurance policy*' arrange- 
ment and these would be another player 
listening to her phoned-in "phoney moves" fi 
which I could disregard. Or so the letter 
slid, 

A £«*w simple questions on phoning 
back to verify the later showed up the 
fraud, It was a worthy fraud, with Eng- 
land Attacking three Powers at once,, in- 
cluding a stab on her ally, France* After 
her initial outrage, England agreed that 
the fake Moves were even better than her 
own. 

Now we con^ to a Youngs town game in 



progress. As one of the players 1 m in 
phono range of © mother of the YV players, 
one of who hi is a pubber of a zisi® featur- 
ing other Dip variants. Fa chuoray with 
that pubber and he plays in this game a 
Power quit© distant from me, He asked, 
'"Had I heard from I? Everybody says he's 
quire young, but no one has heard much 
from hia. What • s happening in your 
theater of war?" 

Because I tend to play pretty tiuch 
a straight game, (1 smile when I draw my 
dagger) I wanted to find out. more about 
player X, Possibly I coul d psyche him ■ 
out,, riot that I wanted to t ake advantage 
af a g veen player, , * 

rhi^e days before Spring '01 dead- 
line I ^as frantic, I sent X a postcard 
i^'&ird.ing him of t he deadline ar^d listing 
my phone ^^ab^r 0 He called. He 
elusive ,v/ul -'■.aid h« Il!<ed to have ^ stand- 
off at the- beginning rather than making 
•±ny all lances, Of -;iourse s ha T ^as allied 
with another player, 

Aftar th« spring moves were out [ 
iarcte X* H« replied that he had not re- 
ceived the ?,ine ad ^.ade some mote elu- 
sive comments* I parsed this info to 
the distant Powers who I spoke of earl Her, 
Or*e of the continental Powers then received 
from the post office one of his letters to 
X, This returned letter had & f o rwardi ng 
address it for a well -know player 
printed in the forwarding label* 

It took a little probing, but the 
post office had cam through for once d 
ly ticking the m stake of sending a for- 
warded letter back ta the original sender^ 
Confronted with the facts, Mr* X confessed 
.^nd apol^giued. 

Mow what did he get out of it? Belays 
in the mil m d h i s fa 1 s e n am e an d ad d x-e s s 
will go down as the joke of 1.980 that 
back-fired* 

((This article brings out a couple of 
points that I m, going to let you think 
about, At what point does the game end? 
Is anything legal? Consider for a moment 
the examples in the above article, are the 
actions described above legal because any- 
thing is legal or does making the games- 
roaster part of the game go beyond the 
limits of the game? Your opinions on this 
matter are requested. - JH J ) ) 



Dragonsleeth is a rating system for 
postal Diplomacy gamss > maintained exclus- 
ively for D 0 macv Wo rid b y S t a ye 'fie I, endon, 
Box 57066,~WehTTter, TX Considera- 
tion .is given not only to wins and draws d 
but also how close a player comes to those 
ideals,, and how soon lie is eliminated. 

A description of how scores are com- 
puted is given below, A listing of the 
guidelines used in not rating games and 
players is included as a statement of in- 
tention to all gamesmasters and players, 
Please note that it is not .meant to con- 
trol games master policy or the course of 
any postal games , The players may have 
any game conclusion or conduct they wish* 
However, for a particular game to be rated 
it must conform to the criteria described 
below. If it does not* then potential 
scores are compromised by games with rad- 
ically different procedures or means of 
coming to a final conclusion. 



For A Win : 34 points + 1 point /center 
(up to 18) 

For k Draw : 34 points/player in the draw 
+1 point/center 

5™i^iF a v ? !> <2i - ^ P °^t/center 

For El i mi nation : 

■ -8 po int s if first eliminated 

-6 points if second eliminated 

~4 points if third eliminated 

-2 points if fourth eliminated 

-0 points if fifth eliminated 

-0 points if sixth eliminated 

«G points if seventh eH.mina.ted 

Elimination refers to plajer eliin- 
i n a t; i on p n ot n e ce s. s a ri ly c ount ry e 1 i m i n- 
at ion. If a player drops his position 
then he has, in effect, eliminated him- 
self from the game. Thus w if a player 
drops his position at the end of 190 I ^ 
his score will be -8 (if he was the 
first player out] regarless of how his 
country does thereafter, 

A player who resigns his position 
(notifies the GM and sends in a final set 
of orders) is treated somewhat different- 
ly. It is recognized that a player might 
have legitimate reasons for resigning 




from a game 3 yet it cannot be a loophole 
by which a player can avoid a poor score , 
This does require some judgement, but 
three main criteria are used in determin- 
ing the validity of a resignation: 

1. The player resigns with four or 
more units 

2. His country has not lost centers in 
the year that he resigned from the 
previous year 

3. He resigned the same year the game 
was orphaned 

Another aspect of the DTRS is that it 
does not rate standbies (exception: see 
Rule 13), The DTRS rates only starting 
players. I believe that one cannot, with 
any accuracy, rate a standby player against 
a starting player. The game situations for 
the two are completely different, 

DTRS also does not rate inactive 
players. An inactive player (for the DTRS 
scoring system) is a player who has not 
completed a game as a starting player for 
the past two years. When a player is de- 
clared * 1 inactive ,f g he is removed from the 
rating list and his card is placed in the 
Inactive File, After four years of in- 
activity, the player's card is thrown away, 
if a player's card is placed in the In- 
active File and he then subsequently 
finishes a game, he will be put back on 
the active rating list. But if a player's 
card is thrown out due to a four year 
lapse of play, he has to start his rating 
all over again. 



DRAGONS TEETH GAME AND PLAYER RATING 
CRITERIA 

1, Only games reported in Everything, the 
official publication of the Boar dm an No, 
Custodian, will be rated. 



2,. A game will not be rated if it uses 
a variant of the Diplomacy board, has less 
than ? starting players, or has gross var- 
iations of the Rulebook. 

3, A game will not be rated if one or more 
full game years are played face-to- face , 

4, A game will not be rated if all the 
players are form the same locale,, gen- 
erally from, the same state, 

5* A game will ot be rated if the GM is 
a player* 

6* A game will not be rated if it is 
concluded because of a time limit, 

7. A game will not be rated if one 
player has played 2 or more countries in 
that game an£ he has played more than one 
game year at each position. 

8. A game will not be rated if there is 
a voted draw before the end of 1904, 

9. A game will not be rated if the GM 
enlists substitutes for countries with 5 
or less centers but lets another country 
with 5 or more centers go into civil dis- 
order. 

10. A game will not be rated if there is 
a voted win to a player with less than 
11 centers. 

11. A game will not be rated if 12 or 
more units are in civil disorder, 

12. A player must have actively played at 
least 80% of the total game years before 
he can receive credit for a win or a 
draw. 

13. A standby will be rated for a game if 
he took over tUe position in 1901 and he 
wins or draws. 



Score 




Win 


2D 


3D 


40 


5D 


6D 


7D 




9.14 


FRANCE 


71 


35 


48 


45 


19 


3 


1 (151 


draws) 


8.85 


RUSSIA 


115 


30 


32 


24 


15 


3 


1 (105 


draws) 


8.50 


ENGLAND 


71 


31 


48 


47 


20 


3 


1 (150 


draws) 


7.26 


TURKEY 


66 


26 


44 


35 


16 


1 


1 (123 


draws) 


6.52 


GERMANY 


72 


38 


42 


29 


19 


3 


1 (132 


draws) 


5.77 


AUSTRIA 


70 


24 


27 


30 


17 


2 


1 (100 


draws) 


5.17 


ITALY 


50 


20 


32 


30 


19 


1 


I (104 


draws) 






515 


102 


91 

(30) 


60 


25 


3 











'"OP 


3QARD 




Scots 


N 


£iayg£ 


i 




o 


U 5a \ & L it?? CA £JX C |, 5 n J 


2 


30.36 


3 


Ralph Morton (2W) 


3 


^ '& * 82 


3 


Tom Thorns en (2W) 




28,14 


S 


K or* ra d B aix&ie i s t * t ( 2 W) 


5 


27., 35 


3 




fi 

%j 


27,07 


1-1 


Ware i/lT. tci 


7 


26.77 


9 






SECOND 


BOARD 


a 


26 .56 


5 


Trevor Bailie (3W) 








ftrew *fcGee (3W) 


10 


25,22 


21 


Lee Kendter Sr. 


ii 


24 , 38 


4 


r^rk Berch (2W) 


■31 -% 

A JL 


24 1 34 


17 


jQai Klein (4*0 


i % 


24.27 


II 


Mike La r it on (4W) 


14 


24 * 14 


9 


Randolph 3*uyth 



The rest of us : 



15 


23.26 


U 


Blair Cusack (SW) 


16 


2.2 * SB 


3 


Paul Thomas (2W) 


17 


22.02 


22 


Stave ffcLendon (6W) 


IS 




46 


Hon Kelly (11W) 


19 


21, 75 


7 


John Fleming (3W) 






9 


John ?tlchalsTSf.i (.2W) 


1. 




4 


Peter Reese (iar) 


2 2 






t^ai-y Kilbride ( 'SW) 


'25 


A9.49 


3 


Tom Kissner (IW) 


24 


19.43 


13 


Bob Sergeant ( 5W) 


25 




2 


H,D. Bassett 


26 


1 9 „ 34 


S 


Dan MacLeilan 


27 


19, as 


a 


Harry i)rews (IWj 


28 




u 


Erie Verheiden (::W) 


29 


1 S * t) .2 


4 


Man Rowland (2W) 


30 


18,48 


3 


Roland Strmten (1W) 


31 


18.45 


4 


Cliff Hardisty 


32 


18.43 


5 


Jack 3ra>mer (2W) 


33 


18.7.8 


12 


John St uvea s (2W) 


34 


17,92 


3 


Larry Bresslmir (IW) 


15 


17,62 


12 


Zmv Parks (l^) 


36 


17.45 


3 


Steve Decker (IWj 


37 


17,12 


4 


Brian Johnston 


38 


17. U 


5 


Robert Correil (1*0 


39 


16,57 


3 


David Herts (IW) 


40 


UA9 


8 


Bill Young (2$) 



41 


16.47 


8 


Mark Ziwermn (1W) 


42 


16,42 




Roland Privet 


43 


15, m 


7 


Rick Kass^I (ift) 


44 


I " , 5 1 


3 


Arnold Tresbly (IWJ 


*S 


15.47 


9 


ieland Harmon (IW) 


46 


15,40 


% 


Fred Bo 2 in (1W) 


47 


14,81 


3 


Tony Watson (1W) 


48 


14 , 79 


2 


Lyle Marshall 




14.79 


2 


Stefan Dour' (1W) 


SO 


14 . 31 


4 


Der ; £ n i s Go 1 ds t on 


SI. 


14.14 


9 


Frank ^11 vaine (1W) 


52 


13.97 


3 


Kike Oominskyj £1W) 


53 


15.. 77 




Bill Byre fife) 




13.77 


2 


James Cleave land iW) 


55 


13.59 


4 


David Mal^iquist £1<) 




13, 59 


°"? 
? 


Dan BlaslRnrl 


57 


13.46 


S 


Bob B&wtinheis^r (1*^) 






9 


Don Ditter (Ifi) 


> 




2 


Bruce Coy (IWj 






2 


Tjsie Schebe^i (IW) 




13 as 


13 


John We^wig (3W) 


62 


i J, 12 


9 


Tom Slaughter 


65 


12.75 


3 






12. 7S 


2 


Ohuck Sp i e lk.e 2t«jtnn (IW) 


6$ 


12.70 




Jeff !>&wer 


66 




7 


^oba r t On 11 it (a-^e *** 


67 


12. SS 


6 


ir? ^ b Bip. * ir* 5 1 * v f 1 ^ 


68 


12,35 


4 


Osvid Reynolds (IW) 


69 


11,82 


6 


John Omsscj 


70 


11.73 


2 


Bob Ecke:rt (IW) 


71 


11 .56 


3 


Baldwin Minton (IW) 




11.66 


1 


":fescoe McPhers«n (110 


73 


11.64 


S 


j'»3hn Bmk^r 


74 


i 1 o SS 


4 


Tad HoiciftBbe (IW) 


?5 


11 «22 


<s? 
*# 


mhtijt Eisen (IW) 



A player's icoit is deteraiiwd by >:;he 
1 1 Oferi^ g equat 1 oh : 

where S « player's ^.ver«ge scoie 

1? * total nureber of points accv^u™ 
. lated 

N » total number '>£ gitaes played as 
a starting player 

The factor [i-C .7}^j is a correction 
factor for the wide variances that occur 
in the average scores of players* rated on 
the b^sis of but a few g&mes; it s&pproac^s 
ync .-?^: N increases - reaching .92 when .^-7^ 
as^d .99 vkmn N*12. Only players ^hich 
have completed t*#o or aaoi-e gsmes are 




listed in the player ratings* 

It is interesting to note that no 
one has won games with all seven countries. 
A player may have 2 or 3 French wins, & 
Russian win, and no forth. And some 
players play extremely well with a partic- 
ular count ry. I think the ultimate dests- 
oust rat ion game would be between those 
players who are the best at a particular 
country. Take the person who has played 
Russia the best, the player who has 
played Italy the best, and so forth. And 
let them play that country in a demo 
game* 

I have gone through my files to come 
up with the best players for each of the 
seven countries, In the following list, 
-W is the number of times the player has 
played that particular country; P would 
be the total number of points accumulated 
playing that country. 

AUSTRIA 



1 31.45 


4 


Ron Kelly (3W) 


2 18,23 


2 


Harry Drews (1W) 


3 17,67 


2 


Randolph Smyth (IW) 


ENGLAND 






1 54*32 


3 


Dave Crockett (3W) 


2 21,34 


3 


Tom Slaughter (2*0 


3 18.69 


2 


Joel Klein (1W) 


FRANCE 






1 26,52 


2 


Dave Crockett (2W) 


2 17.05 


3 


Lee Kendter Sr, 


3 16,83 


2 


Bob Sergeant (1W) 


GERMANY 






1 32,46 


6 


Steve McLendon (4W) 


2 31,54 


S 


Joel Klein (3W) 


3 25,71 


9 


Ron Kelly (2W) 


ITALY 






1 23,54 


3 


Mark Berch 


2 18.31 


2 


Bob Bawtinheimer (1 


3 16,36 


3 


Hike Lariton (1W) 


RUSSIA 






I 36,79 


10 


Ron Kelly (6W) 


2 26,52 


2 


Eric Verheiden (2W) 


3 26,03 


3 


Dave Ditter (2W) 



TURKEY 



1 


32,93 


4 


2 


28,23 


3 


3 


15.69 


5 



Lee Kendter Sr. (3W) 
John Weswig (2W) 
Steve McLendon (1W) 



© 
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Ar* you awaxe of the many n«w Science Fiction 
Mid rantasy Ga»e tit lea now on the Market? Do 
you havs trouble keeping vijp with nil tbeae new 
Fantasy or Science Fiction Gami? Have you 
recently purchased & new gawe and were dis- 
appointed in it, wishing that you could have had 
a better idea of how it played before you spent 
four hard-earned eoney? Wouldn 1 1 it have been 
great if there was a magaueine like F&M which 
provided reviews of Science Fiction and Fantasy 
Gene a t providing no re information and guiding 
you in finding the gaaw you really want to buy? 
While we're imagining, wouldn't it be great 
if that Magazine also provided intelligent 
art i den on how to better play Science Fiction 
mad Fantasy Bole Playing and Board Gmmmm? 
Hell, that aagaisine is omingl Titl®d GRYPHON t 
this new Science Fiction and Fantasy sjagaxine 
will be brought to you by the mmm coepany 
which produce* FIFE & iOVENErr, the «*ard~ 
winning "conaueier ' • guida" of Board Wargawing. 
If your hobby include* Science Fiction and 
Fantasy Gaming this in one nagaxine you won't 
want to id. as. GJQfPSON will be released in the 
auauaer of 1930 r and you can now reserve a ■awspLa 
copy , or place a trial aubscription for GRSfPHON. 
In the United States,, naaaple copies axe $2.50 
each, and a four~issue trial aubscription is 
59,00, available frosu 

ftAKOaJ PUBLISHING COMPMfY 
P.O. Box %20T 
La puent*,. California 
91747 



what Vo 1 Vo mwl 



BOB SERGEANT 

So^ yiva'y® in yey* first postal £$im 3 
You g<j>t your, ;^-ci y.iy s favorite count ry 9 
England, Yoo and Franca ^ o t togethnai 4 a**d 
quickly vii&Viivz^d Cermory* : ; ?:^2ice is 
$ h t ft in g t owa rd s , ;* t a 1 / , m v- h ot re- tvj 
ot it:, ftustr.t a And Russia have t?liia in&t^d 
furtoey o^th^r quickly and T-'ost of i*t-*Iy is 
, .So you -*':,:ite to ^o^trja -vnd 5<iy s 

Hey „ Let 5 s coi: h ■; * l c *o ix u'ff ails, e s .„ I ' f i 1 
bit Russia in % '\o. vO;h *A.Ue yon ooo 

n -:ne South ,a;od ooe -swae for oo:.oi;::€ /' 
Then, vou proofed to ^;:o ick ;ooo>.3 ohxla 
Mo;crla attacks Rv.s Sight? Wvonfj , 

\'ou attack Fv-io. \oot rt«. o".-t sift 
s t i c k t oge t h «• Au •> :. I * p us ho s vou o*At. o f 
\-e iooioy ; Russia pushes yoo: out of Scars« 
41 ii3vi.it ami Fr^-o^ .soi.; ides sg&Ai:-*«: yox* 
because of your st&b, 

ft hat i.tzr.t wrong? '/ooo of;: or w.is 
£ 3 o d . 11 e t do c i z % -ro i ^ t r o " ■ ■' - * ^ 
g o o d , fh e c< - h I z m w a s y o u r t : n i * ig, . \.I - 
:iwv.tfh It jooos oo^onahlo ;;c hooUo o-s 
o:ootfy zt a ti^e, CUpl ooo>.oy do**$ o.ot always 
wo-*fc that ^.ray * *'t Is *. ra^ y y^n -ri-tr* >o;'ne- 
i 1 ) ■ s f i n d a r; I .lyer : ■ r o *.v *. 1 1 
;-i j,b h x :5 a 1 1 y >;h 1 1 ^ y -yu r> t >.ib y o *r •: ~ ^ b a t 

; ' '3 1 - '1 1 n *5 e /„ r; ■?: i O n % t t I ■ ■•>!: ^ -'- XI 

yo<x che /.jbuve o^f^r., -vhcth- ; :?.r you 

iote'Dd to -nvj I \ y «b yoor a- ly or n.- , 
t h« cpp o s 1 j g < i .« ! 1 : ic e ; ■ i 1 1. c>o z ^ y 1 1 1 ,. 

3ha > r or tb.ls , > Dlpi'^^ecy is 

Too will of ton "h^ sai?.-;?. y.l^yors ly 
^ith 5?ach ■ir.h-zx ilrm ga^e to y^'oe; fk*yy 
o ire n ot ^ at 1 e $ t r : t ccn .\ o i 'v:;is ly pi 3y- 
ing eross-ga^e aHioncas, Hiey ^1.1/ vith 
esch other because th^y know how ,ati*eh 
they c&a crust each ooher s A new player 
is an uncertain footor, 

A similar situation is refine tad in 
our -i-xa^vple garac , Russia and Austria 
have worked together to eliminate Turkay, 
"i 'hey have established -some amount of 
trust in each other, and they know they 
can work together. You are the unknown 
factor. You are working at a disadvan- 
tage, t lying to get two allies to split 
and get one of them to co-operate with 
you. But If you don't, the game will 




probably end up in a large (4~i*ay) dra*. 

So what do yon do now 9 

Actually, the tbse to ask that 
qv#:vt:Uj:a is when you first get the game 
^U&ntaent* Perhaps you have already 
heood the advice thai: as England your 
iirst latter should be to Turkey* That 
is -on true. As En git and, your first t^c 
"^f/'cor^ had hot cor be to France and usr- 
^:;^oy b^oav-i© they -.^ certaiiily go^iog to 
bo wri':a'^ eaoh other, aad you cari 4 1 
afford to loie tii^, A«d yf/a muist lo* 
writ ortg Pio:o,R heo^io>^ ol though it i.s 
;-nLo-l/ that Rcs^ia oill ^iove A l^^-otP^ 
11 Ofif-i hG-pponij, and /co wv^ld like io 
'*n:>-yc£ it doesn't happen in this game. 

Bur: oh;ov: ahoot .^rirlog X Mly w Austria 
■und Tivihvy? M -.1 ov- ; i ;t:v-'y eooh can ^i^e 
you 9 '* ii^i'iod am« t h«5)p>, >: hey are not 
%% -jital as nhe other three. So you oh^i 
put off tf-dooi^g tto;r oooril .you r^eed tho\a, 

jht i? ! V,:oog ;'^e "Jo^o to he wett- 

ing It.^ly e ^ostr^a ad Tuo^ov' :.«5 SprLn.^^ 
i :>0J , ..o;.ot -i.s :o:.-;o 03 yOvrr f :< rst thr-e 
1 • 1 1 e os - ; ■ re 1 1 r< ... h - , O'h at - 1 c y o *i s ay ? 

o 1 1, yo u * i a n s t ho vo 3 ny % n f 0 r mat i on !4 hot 
you con offer a r. r.'i-t** of information, "hit 
00 re than th at >} tho >c -viro prop'ie who- ^ ;pre™ 
v^ffi-~orly $ o,2nf: tfy to k^ow oolite other 
p'-orplo, So, get to know thess. Tell them 
a Uttie about yau^eif , Khat y^i do, 
ohot you iiko^ ^hy yau play Oiplomaoy,, 
other ho h b 1 0 s f)og ? ;^ a me , e t c * 

^hat ?. 5 yoo only ^et o. brief oso-p-^roo,^ 
or ever* wo 10;% noioi at a 11? Proton.d y '^^ 
did, Ma'ko >? point =^:> writo &s m-m 
you got Fail, 1901 ;if ; -ou h?xye no other 
reason to write earlo.e. Write os though 
you are friends oith the recipient - but 
j1 on : t 0 e t fa . : n i I i a r , P .1 ay ers who re r> p o n d 
to a friendly tone will r^sont a pi oyer 
who iitfcss too f mi liar a tone s Events 
ually i5 one or more will respond in kind, 
People who play Diplomacy like people* 
They may like to argue, but they like 
the inter-personal relationships that do 
not usually occur in hex playing* 

The reason you are doing this is to 
lay the groundwork for the middle game, 
You want to pick someone on the "other 



side of the board" as your ally far the 
Kiddle game. So after you hav'e made 
your choice, and he* or she, is respond- 
ing in a friendly manner, broach the sub- 
ject of the future stab of allies. Do 
this at least two game years before the 
stab will happen. Confide somewhat in 
your future ally, Let him know a little 
of /our, and your present ally's strategy. 
Talk to him as if he is part of your pre- 
sent activity. Do not disparage your 
present ally u Your future ally may won- 
der what you say about him, Gain his 
confidence and get him to regard himself 
as your ally* Not your future ally, but 
/our present ally. He will begin to 
feel he can stab the person he has been 
working with^ and the way to do that is 
to get him to trust you sore. 

Now, as England, whom do you pick 
as your ally on the "other side of tlm 
board", Austria, Russia or Turkey $ or 
saaybe even Italy? This is the wrong 
questi or!,, The proper question is '"Mho 
do you want as your ally?" The answer 
is one member of the successful alliance 
on the other side. And in 1901, you 
simply don't know who that will be. It 
does you no good to build a budding 
friendship with Austria if there is a 
R us so -Turkish alliance, other than the 
friendship itself* Keep an eye on what 
is developing. If Turkey is in trouble, 
*?hile you might try to promote a switch 
on the part of Russia or Austria, you 
are facing the same problem you had in 
the beginning. Austria and Russia are 
more closely allied with each other than 
either is with you, 

You need to keep a cordial corres- 
pondence going with everyone until you 
can tell who will be useful. At that 
time, you may, if you wish drop your 
correspondence with dying countries. 

The important thing is to start 
laying your plans early* .And while 
it's always proper to try to engineer 
the situation you want 9 it's often 
©asier to "go with the flow". Always 
be sure you are writing regularly to 
one member of an opposing alliance. 
And if you have been doing it from the 
start you have a better chance of not 
having to settle for large draws. 



FACE -TO™ FACE DIPPY, FRP and board gamers 
are welcome to attend meetings of the So. 
Jersey Wargamer's Association, which meets 
twice weekly. For more information^ call 
or write Henry Riehl, 905 Sion Rd., Mays 
Landing, NJ 08330* li.one: (609) 927-3799, 



DIPLOMACY WORLD FTF TOURNAMENT. DW will 
be holding a FTF Tournament in February. 
(Date to be announced later.) Before i 
can make the final arrangements I need to 
get a feeling for the number of players 
in attendance, so if you feel that you 
might be able to attend will you please 
call or drop me a postcard, Thanx, 
Jerry Jones, 1854 Wagner St., Pasadena, 
CA 91107, (213) 449-0982, 

FACE -TO- FACE opponents! for Diplomacy and 
other AH games a e desperately needed. 
Will PBM. Contact Ken Ward, 405 Hannibal 
Hamlin Hall, University of Maine, Orono, 
ME 04469 or phone (207) 581-7116. 



(From page 16} 

do in another game? You can't* Make an 
ally in game A and you've probably got 
that same ally should you ever meet him 
again in another game (and the same goes 
for enemies as well). 

So to summarize my philosophy of 
Diplomacy you can say - Either you win 
or you lose, there is no middle ground 
and everything you do in one game stands 
a good chance of being remembered in an- 
other game. So when I am in another game 
everyone will remember that I lost this 
one. 



® 



{(As some of you may or may not know, 
DIPLOMACY WORLD is not the only thing 1 
publish. I also run a PBM baseball league 
and a Diplomacy zine, Lies, Deceit and 
Nefarious Schemes* LDNS is noted for a 
few things; misspelled words, plugging a 
zine after it has folded, a Bingo game tf 
and a few things I care not to remember* 
But one of the things that was in LDNS 
that I am proud of is the following arti- 
cle penned by my wife and myself, I 
think that it is worth repeat ing--JH J) ) 

Pip Widow 

PATRICIA JONES 

I don't like to make waves but I do 

not think that I can keep quiet any 
longer. I have taken all the abuse that 
I can stand. I have heard about all the 
oppressed minorities but I have yet to 
hear anyone speak up for the most deprived 
minority of them all, "The Diplomacy 
Widow". When I heard that my husband was 
going to get involved with Diplomacy I was 
all for it at first. I had just gotten 
over being a golf widow and I felt that 
with him playing Diplomacy, at least he 
would be home for a while. Now I wish 
he'd go shoot a round of golf! 

It started simple enough* "I'm 
going to sign up for one game and see 
how it goes." (Heard that one before 
girls?) "You know honey, one game moves 
too slow. Think I'll sign up for an- 
other. Wow, look at this! I just got 
seven zines in the mail and they all have 
game openings. Which one should I choose?" 
Then I made my fatal mistake, I told him 
that I didn*t know the difference between 
them so I couldn't advise him which one to 
choose. So what does he do? You guessed 
it, he signed up for all seven! It has 
been downhill since then. The next thing 
you know I'm sitting at a typewriter 
while he dresses up like Hitler and dic- 
tates to me and he gets irritable if I 
go too slow. 

If we are both home when the mail- 
man comes, he threatens to break my legs 
if I so much as make a move to the door. 




Then comes the onslaught. The pattern is 
always the same. First he makes some 
snide remark about how all of the mail was 
for him and that I didn't get any. Then 
he opens up a letter and reads it with an 
evil grin on his face and the next thing 
you know he is screaming at me, "WHAT 
KIND OF A FOOL DOES HE THINK I AM?" 
And then he whips out this funny looking 
board with a lot of wooden blocks on it, 
threatens the cat if she makes one move 
towards the board, and then he goes into 
a fit trying to make me see why the Black 
Sea must be Russian. Oh, should I look 
away for a moment all hell breaks loose „ 
"The world is crumbling at my feet and 
you don't care! What kind of a wife are 
you?" 

Sut I guess it isn't really all that 
bad. It couldn't b«s. Since he began play- 
ing Diplomacy I hav* gotten pregnant. It 
happened the day amy Warsaw moved into 
Galicia, whatever the hell that means. 
And finally I don't care what he says, 
Allan Calhamer Jones is a crummy name 
for a girl! 

Important 

ALL SUBSCRIBERS PLEASE NOTE; 
The number on your address label is 
the issue your subscription expires. 
Those that have an asterik indicates 
the old rate and you have been credited 
with three issues. If you wish to 
renew, the forth issue will be sent 
for $1.00. 



BACK ISSUES 

Back Issues of DIPLOMACY WORLD are 
available but supplies are limited. 
Issues 1-6, 12 and 20 are out of print 
altogether. Issues 7-11 and 13-19 are 
available from Walter Buchanan, 3025 W„ 
250 North, Lebanon, IN 46052. Cost for 
these are $1.25. 

Issues 21-25 may be obtained from 
Jerry Jones, 1854 Wagner Street, Pasadena,, 
CA 91107. Issues 21-23 cost $1,25 and 
issues 24-25 cost $1.50. 



John Leeder's 



NA Zine Poll - Top Ten 



JERRY JONES . 

The votes are in and tallied and we have the results. The turnout inert- a 
again this year with 93 ballots cast, This is a 29% increase from last year, 
Here is the top ten zines as they finished in the poll and the top ten Q4 f s 
as voted by you, the players. 

Contacting any one or more of these zines is a good way to find a game in 
a quality zine* I would like to remind you that when you are asking for a sain 
pie copy you should always enclose a stamp ( 2 8 i worth to be safe] * Always, 
that is, except for Canadian zines, U.S» stamps are worthless to Canadian pub 
lishers, I will make an offer to all Canadian pub lis Tiers that I will purchase 
from them ail U.S. postage that they receive as long as it is not "glued" to 
an envelope. Gee, I'm swell! 

1, FOL SI FIE Randolph Smyth (27S - 3rd St« , S,E„, #314, Medicine Hat, 

Alberta, T1A 0G4 Canada) , Fol Si Fie finished eleventh last year and 
moves up to first place with 29 people voting, which is a high number 
of people voting, A quality zine with the top ranking. 

2, VOLKE RWAN DERUNG Robert Arnett (1500 Waterway Circle, Cheasapeake, VA 

23320), One of the five new zines to make the top ten, Vo 1 k erwa n de rung 
'has had as many fakes produced as it has had real issues. And you know 
what they say about imitation* 

3, THE NATIONAL The National is not -even a game zine but t^ade it as the 

third best liked zine in North America, It Is primarily the public 
o rg an fo r t h e Cana d i m Da p I oma cy 0 rg an j z at i on (C DO) , 

4, OiFl.OMACY WORLD Another non-game zine that s iade it to the top ten, m 

moved up fmm the fifth spot last year to fourth this year and I thank 
everyone who voted for DW for your support. 

5, EMHAIN MACHA Michael Mills (1585 Quaker Rd., riacedon, NY 14302) 

He re is another of the fine new zin^s to make the top ten the first t m 
that it is on the poll, EM has a variant game flair to the zine mid ke< 
improving all the time. 

6, POLITICIAN Konrad 5aumei:%ter (11416 Parkview Lane, Hale? Corners, WI 

5 31 30) . Strickly a zine that carries variants and variants alone „ 
Konrad also publishes Egj^nog^ (which finished I '7th) * I bet 5 eve that 
Konrad is winding out of tne hobby and there may not he any openings 
in either zine. If this is t. me we wi 1 1 ha v e las t an o t h e r ou t s t a n d i n g 
individual to the hobby „ 




Ik WHY ME? Lee Kendter Sr. (4347 Benner St., Philadelphia, P* 19135) . 

Lee is one of the Grand 01 1 Masters of the game and Why Me? reflects his 
knowledge and abilities of Diplomacy, You get the feeling "that Lee pub- 
lishes Why Me? as a zine that he would like to play in and each issue 
retains "the" quality of the last. One of my personal favorites. 

8. BRUTUS BULLETIN John Michalski (Rt. 10, Box 526Q, Moore, OK 73165). 

What can I say about BB that hasn't been said before (and some of it I 
can't print in a family magazine). If you like fast ganes, lots of read- 
ing material, and loads of controversy, then you must get B£. Even if you 
don't like those things you should look into BB, then you can be one of 
those people creating some of the controversy. 

9. THE DRAGON § THE LAMB Steve McLendon (Box 57066, Wester, TX 77598). 

TD STL is one of the things to come out of Texas that makes you gl d that 
the Mexicans didn't win. Steve is a top-notch publisher and by b ag 
placed 9th on the poll just proves how close the top ten tines are. TD5TL 
is a light digest-sized zine that is as much fun to read as it is to p lay 
in, 

10. VOICE OF DOOM Bruce Linsey (Bldg. 11, Apt. 21, Leisureville, Watervliet, 

NY 12189). VoD rounds out the top ten as the fifth new zine on the poll 
to make the top ten. VoD always has plenty to read and carries material 
that sometimes causes some hobby controversy. Bruce for ajt he calls him- 
self, BRUX) seems to have a knack for saying the wrong thing at the wrong 
time which causes for some interesting reading. 



Congratulations to each and every zine that made the top ten. There are some 
outstanding zines that didn't make the top ten, and I wish we had the space to 
list all of them. Mast of you will never know how much work, sweat and money 
go into making a zine and how much more of work, sweat and money it takes to 
produce a zine that is liked enough to make it to the top ten, I kn< \ and 
I admire each and everyone of them. 

Here is a listing of the top ten gamesmasters as voted by the players. 
I will note the zine he GM' s for after his name, GGM indicates that he is 
primarily a guest -gamesmaster . 

1. Don Ditter - GQ4 

2. Eric Verheiden - GGM, Diplomacy World Gamesmaster 

3. Doug Beyerlein - EFGIART 

4. John Daly - The Dogs of War 

5. Steve Heinowski - TERRAN 

6. Robert Sergeant - St. George and the Dragon 

7. Bob Osuch - GCM 

8. Lee Kendter, Sr. - Why Me? 

9. John Leeder - Runestone 

10. Roy Hendricks - Envoy 

It is interesting to note that only one, Lee Kendter Sr. was voted in the 
top ten as a publisher and as a gamesmaster. Here again I congratulate all of 
the above for their outstanding work for it is the skills of the quality GM's 
that make for a good game and after all, that's why we're here, isn't it? 



® 



Que Pasal 

This is from BOAST #151 (Herb Barents, 
142 S. 96th Avenue, Zeeland, MI 49464), 
DIPCON ANNOUNCEMENT The commit te of 
1/2/3 have selected Origins '81 to host 
DipCon XIV. This event will be put on 
by the folks at PacifiCon and it will 
be held on the 4th of July weekend in 
the San Francisco area. 

That's double good news for me, 
aving DipCon and Origins both on the 
est Coast. Hope to see you there, 

I have it on good authority that 
he Novice Package, compiled by Bruce 
indsey, is just about ready for mailing, 
understand it to be 32 pages in length 
nd covers just about everything. You 
an reserve your copy by writing Bruce 
t Bldg. 11, Apt, 21, Leisureville, 
atervliet, NY 12189. I do not know 
f the cost for this package at this 
ime. 

As you re^d earlier, Don Horton 
s closing down the presses for his 
ine zine, CI a § Fan g, after issue 
124. Once ag /i I offer my best to Don 
or the future 

Another f ne publisher is leaving 
he ranks. Ko, rati Baumeister is joining 
he list of ex publishers very soon. 
Dnrad has beer, around as a player and 
ublisher for long, long time and 
lile Konrad ard I agreed on very few 
lings, I am going to miss the friendly 
iiscussions" we would have on various 
abjects. Best of luck, Konrad. 

You read about the NADF in the last 
ssue of DW and I have the news from 
irk Berch that Rod Walker has been 
imed President of the NADF. Seeing how 
\e NADF was Rod's doing, I can't think 
f a better choice. 

This issue's "I Think I'll Do Sone- 
ling Different" award has to go to Andy 
Lschett (3025 N. Davlin Ct . , Chicago, 
, 60618). Andy publishes a zine called 



Cheesecake . Che eseca ke is naturally a 
first class zine but Andy out did him- 
self with his "warehouse" issue. The 
zine is done in such a fashion that 
it appears to be a warehouse, with doors 
that open, crates which contain the moves 
and a "john" with the press written on 
the walls. Truly the most imaginative 
zine of the year. 

6. Before each issue of DIPLOMACY 
WORLD I get one or two new zines in 
the mail. But this issue I have been 
swamped with quite a few good looking 
ones. Now one can never know how long 
a zine may last, but I just want to pass 
along my first impressions of these new 
zines , 

Torpedo published by Bemard 
Sampson (123 Sixth St, Middlesex, NJ 
08854) . Subscription rates are 12 
issues for $5.00 and game fees are $4.00 
plus subscription. Torpedo is one of the 
new breed of zines that is reproduced 
totally by Xerox which gives a nice, 
crisp apperance to his zine. Xerox is 
a lot easier than any of the other re- 
production methods which should aid in 
Torpedo's longevity. 

Invasion published by Bruce 
Schneier (455 E. 17th St, Brooklyn, 
NY 11226), Subscription rate is 3 
issues for $1.00 and game fees are $3.00. 
Invasion reminds me of some of the zines 
that were available two years ago. 
Humor, articles, and tidbits all make 
up Invasion . 

Just Amon g Friends is published by 
Al Pearson, Rte 1, Box 177B5, Kearneys- 
ville, WV 25430. My first impression of 
JAF was that it was to be another of the 
many standard type Dipzines, but upon 
further reading of JA F I found it to be 
anything but just anoFher zine. Worth 
looking into. 

And my favorite of the new zines is 
Lone Star Diplom at put out by Mike 
Conner (3214 Beverly Road, Austin, TX 
78703). Six issues for $3 and game fees 
of $3 plus a $1.50 refundable NMR deposit 
I love this zine. Truly professional in 
appearance. My only question is how long 
can he maintain that appearance. But as 
long as he does, I'll be looking forward 
to each issue of LSD. 



NEED a GAME? 

JIHAD Glenn Overby, 23096 Tawas, Hazel Park, MI 48030. 

Sub; $6/12 issues Gamefee: $4 
T0RPED0 Bernard Sampson, 123 Sixth Street, Middlesex, NJ 08854. 

Sub: $5/12 issues Gamefee: $4 
LONE STAR DIPLOMAT. .Mike Conner, 3214 Beverly Road, Austin, TX 78703. 

Sub: $4.50/10 issues Gamefee: $3 
LIFE OF MONTY Don Del Grande, 142 Eliseo Dr., Greenbrae, CA 94904. 

Sub: 55*/issue Gamefee: Free 

ENV0Y Roy Henricks, 128 Deerfield Drive, Pittsburgh, PA 15235 

Sub: $7,50/10 issues Gamefee: $2 
THE DOGS OF WAR John and Betty Daly, Rt. 2, Box 136-MS, Rockwell, NC 28138 

Sub: $3,50/10 issues Gamefee: $2 
MURD'RING MINISTERS... Ron Brown, 1528 El Sereno PI., Bakersfield, CA 93304. 

$5.50/12 issues Gamefee: $3 

EMPIRE John Boardman, 234 E. 19th Street, Brooklyn, NY 11226. 

Conquistador! $15 (requires purchase of game; 
MURD* RING MINISTERS . . . Ron Brown, 1528 El Sereno PI., Bakersfield, CA ,304. 

Machiavelli $5 (requires purchase of game) 
BUSHW ACKER Fred Davis Jr., 1427 Clairidge Rd., Baltimore, MD 21207 

1885 II, Small World II $7 ($3.50 for standby) 
ENVOY Roy Henricks, 128 Deerfield Dr., Pittsburgh, PA 15235. 

Many variants and wargames. 
RUNESTONE John Leeder, 121-19th Ave NE, Calgary Alberta, Canada T2E IN 

Gesta Danorum $5 
EMiAIN MACHA Michael Mills, 1585 Quaker Rd., Macedon, NY 14502. 

Vain Rats 

JIHAD Glean Overby, 23096 Tawas, Hazel Park, MI 48030. 

Crypto, Kingmaker, Machiavelli, Mighty Fortress 
HANSARD Robert Sacks, 4861 Broadway %~V, New York, NY 10034 

Parlement $3 + sub 
CONQUEST Bruce Schneier, 455 E. 17th Street, Brooklyn, NY 11226 

Divine Right (requires purchase of game) 
THE SHOGUN'S SWORD Tom Swider, 1183 Robinson Hill Road, Endwell, NY 13760. 

Ancient Empires II, Delayed Stab 



LEWIS PULSIPHER'S 

Solo Diplomacy 



NON-PLAYER UNIT ORDERS TABLE 
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M=move 


MS = move to sea space 


MCnove to coastal spaca 



MOmove, convoy if possible 
Move Priority If Two Enemies Equally Near 

1. Move toward empty center 

2. Move toward center occupied by unit 

3. Move toward unit 



Deviation Table 

Dice Roll Result (Alternate Table) 

2,4,5,8,9,10 N 2,3 1L 

3 2L 11,12 1R 

11 2R others N 

7 1L 

6, 12 1R 9 



Retreat Priority 
In Pall, never retreat to an unsupplied position, otherwise: 

II Enemy supply center 

2 . Neutral supply center 

3. Toward nearest own center 

4. Toward nearest own unit, if a unit is closer 
than any center. 



INTRODUCING FRANK HERBERT'S 

Game of DUNE 




Frank Herbert's classic science fiction novel Dune 
will live for generations as a masterpiece of creative 
imagination In this game you can bring to life the forbid- 
ding alien planet and The swirling intrigues of all the 
book s major characters 

A desert planet — DUNE — practically uninhabitable 
is crucial to the destiny of the galactic empire Because 
only on Dune can spice be harvested 

Spice is the key to interstellar travei Only by in- 
gesting the addictive drug can the Guild Steersman con- 
tinue to experience visions of the future enabling them to 
plot a safe path through hyperspace Spice is also a 
geriatric medicine which prolongs fife Only by assuring a 
stable supply of it throughout the galaxy can any Emperor 
avoid civil revolt With spice, in short, one can buy 
whatever he wants 

Powerful forces struggle for control of Dune Im- 
perial troops, aristocratic families Guildsmen. a secret 
sisterhood and the nomadic native Fremen all vie for 
power on the planet 

In the game as m the novel massive battles will oc- 
cur Often to be decided by a single brilliant leader or an 
act of low treachery 1 



YOU CAN BE ONE OF THESE CHARACTERS: 

• The youthful Paul Atretdes (Muad 'Dib)— rightful heir to 
the planet, gifted with valiant lieutenants and a strange 
partial awareness of the future, but beset by more power- 
ful and treacherous opponents. 

• The decadent Baron Vladimir Harkonnen — master of 
treachery and cruel deeds 

• His majesty the Padishah Emperor Shaddarn IV— keen 
and efficient, yet easily lulled into complacency by his 
own trappings of power 

• Guild Steersman Ednc {in league with smuggler 
bands} — monopolist of transport, yet addicted to ever in- 
creasing spice flows 

• Fremen ecologist Leit-Kynes— commanding fierce 
hordes of natives, adept at life and travel on the planet, 
and dedicated to preventing any outside control while 
bringing about Dune's own natural regeneration 

• Gaius Helen Mohian. Reverend Mother of the Bene 
Gessent sisterhood — ancient and inscrutable, carefully 
trained in psychological control and a genius at achieving 
her ends through tne efforts of others 

FOR 2 TO 6 PLAYERS 

In the DUNE game you can explore many of the 
possible interactions which might have taken place 
among these fascinating characters with then own 
drives needs and special advantages 

Send for DUNE, an outstanding new game with top 
quality full-color components aficionados have come to 
expect from Avalon Hill, world's largest publisher of 
strategy board games 
ORDER 2 GAMES— GET MAGAZINE 
SUBSCRIPTION FREE 

DUNE is just the newest in a growing line of Avalon 
Hiil SF/fantasy board games. Our first was #1 in sales m 
1977 — Starship Troopers by Robert Heinlein We've 
recently added Magic Realm and Wizard s Quest, both 
appealing to the dragon and dungeon fantasy genre so 
popular today A purchase of any two games earns you a 
FREE 1 -year subscription (or extension of current sub) to 
The General, our bi-monthly full color glossy magazine 
that is to gaming what Chess Review is to Chess 



Th» Avalon HHI Gamo Co., 

4517 Harford Road, Baltimore, MD 21214 

I enclose proper amount plus 10% handling for 

— — - DUNE @ S15 Starship Troopers @ $12 

Magic Realm @ $15 Game Catalog 

____ Wizard s Quest @ $12 ® 50<t 

". I'm ordering more than one game Be sure I get the 
FREE magazine subscription 

Check or mcne*,' order to The Avalon Hill Gam* Co. 

Bin to Amexcj . VISA ._ Master Charge 
Account No 

Exp Date .. ,. Sion^ure 
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